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LOVE THEM or loathe them, comics have been part of British society for 
well over 100 years. At worst they are mildly entertaining, at best a creative 
art form that is acquiring an international reputation, bringing fame to the 
writers and artists of the medium. Much like the computer game biz — only 
things seem to be happening a lot faster there. 

There is a more common link between the two worlds — imagination. 
Without it comics couldn't exist and computer games would still be at the 
level of Nolan Bushnell's 'Pong'. It was only a matter of time before the two 
media formed a more physical bond. That time has come and this issue BIG 
K take an exclusive look at the making of two games based on the 2000 AD 
character. Strontium Dog. Continuing the theme, Steve Keaton examines 
the latest manifestation of some American comics characters in the com¬ 
puter game world. 

Meanwhile, our popular and oft-quoted review section continues its 
renovation and our ratings system completes its revamp. Now the impor¬ 
tant overall K-rating can be clearly seen on the top line of each review with 
the individual category ratings in their usual place below the review. 

Our Charts page also undergoes a significant facelift reflecting the 
domination computer games now hold over the whole recreational soft¬ 
ware market. 

As always we welcome your comments (and H. Polipp-Hughes of Gran¬ 
tham is welcome to collect his brick at any time) on BIG K or computer life 
in general. 
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5AM0SOFTWARE 


Cattle of tfjc s>feull Horb 


Packaged in a 
Special Presentation Box 
which includes a 
"Free Dust Cover" 
for your computer. 


In a battle lost in the mists 
of time, the necromantic Skull 
Lord attacked and defeated 
a race of noble Dwarves. 
The Dwarves lost many treas¬ 
ures, the most valuable of 
these being the "Crown of 
Dwarves Kings". For many 
ages did they attempt to 
regain this artifact, and for 
many ages did they fail. 


Now in desperation they call 
upon you, noble warrior, 
to attempt that which is 
beyond their power. 


Your quest:— To regain the 
fabled crown and defeat the 
all powerful skull lord. 


The adventure is of the 
classic format. Simple verb- 
noun combinations are ex¬ 
pected, and will usually be 
understood. 



Samurai Invaders 


You control a fearsome Samurai 
warrior whose aim is to prevent the 
Alien invaders from gaining control 
of the earth. To help you in this 
task, you are armed with shuriken, 
fearsome oriental throwinn stars 



Can you guide the intrepid Ms. Mazey 
around her garden maze and collect 
the daisies? Or will you fall victim 
to the evil skull riders? (In a garden?) 
Can you make it to the magical "flow¬ 
er pills". Will you get tne "flower 
power" to zap the skulls? Will Ms. 
Mazey ever get to see the flower of 
her heart Pernv Chucka? 


Why DID the chicken cross the 
road? You don't know? Neither 
do we, but with the help of this 
game you may just find out! 
Your aim is to guide the hapless 
rooster across the road, then, get in 
the boat and avoid the aquamarine 
hazards. What could be simDler?! 


Please tick the correct boxes 
in the mail order coupon. 


A r 

A 


£8.95 AMSTRAD 
uses 41.4K 

£7.95 CBM 64 

□ 

£5.95 

SPECTRUM 48K Q 

£7.95 BBC 

in special 
modified version 

£7.95 ELECTRON 
in special 
modified version 
SAMURAI 
INVADERS 
£7.95 

Amstrad I l 
only I_I 


□ 


£8.95 SHARP MZ711 ! 


□ 


£7.95 DRAGON 

in special 
modified version 


£7.95 VIC 2016K 
in special i—i 

modified version 1_I 


£7.95 Tl 99/4A 

□ in special 

modified version 
MS. MAZEY ROOSTER RUN 


□ 


£7.95 
Amstrad only 


□ 


£7.95 
Amstrad only 


□ 


SEND CHEQUES / POSTAL ORDERS TO 

Samurai Software 
16 Clapgate Lane, Goose Green, 
Wigan. WN3 6RN 

or Ring: Tele-Sales (0942) 495753 with 
ACCESS/ VISA NO. for 
IMMEDIATE DESPATCH. 
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ON-LINE 


COMPUTER ART - 
NICE WORK IF YOU 
CAN OFT IT _ 


. . . AND UNEMPLOYED gradu¬ 
ate, Hugh Riley, certainly intends 
to do just that! He recently beat 
off all-comers in the Commodore 
International Computer Art Chal¬ 
lenge to carry away as first prize... 
a £1,500 goodie-bag of computer 
equipment, plus the BIG ONE . . . 

To wit, a £5,000 educational en¬ 
dowment from Commodore to 
study computer art anywhere in 
the world (anywhere? How ab¬ 
out, oh, Bali?). Inspiration for the 
screen scene that earned its 
creator his jump-jet dream ticket 
away from the dol'drums' of life 
in Crumpsall, Manchester was 
provided by 31-year old Hugh's 
baby son. 

However, though his entry — 


entitled cryptically enough Louis 
(Meditation Failure 126) And 
Obsessiveness — may have been 
triggered by kid Louis, this art be¬ 
longs to daddy! (You're fired — 
Ed.) 

With the academic world now 
his graphic oyster, Hugh is in no 
great hurry to make a final choice 
of temporary residence, but hot 
favourite for the honour is (con) 
currently Ohio State (University), 
USA. 

Hugh comments: "The £5,000 
endowment will enable me to 
learn from some of the world's 
most renowned experts and at 
the same time develop techni¬ 
ques which will stand me in good 
stead when I return to Britain." 

He has now sent back his UB40. 


"Y'SEE, TERRY, it's like this. 

"There I was, having a quiet 
vodka slimline in the Winchester, 
with Dave giving me GBH of the 
ear'ole about me slate, when in 
walks this geezer — lovely suit — 
said did I wantto come in on a nice 
little earner? 

"Well, you know me Terry, nev¬ 
er miss a trick, so naturally I asked 
'im what he was on about. It only 
turned out he was into this com¬ 
puter business. Now you know 
me, Terry, always one for high 
technology — remember them 
calculators? So the geezer says 
he's from . . . got the card 'ere 
somewhere . . . DKTronics — 
strange name — and would I sign 
on the dotted on account of he 
and some other geezers 'ave 
made this video game based on, 
wait for it, you and me, Terry! 

"So we did a deal there and 
then and the result is, you're in, 
my son, to the tune of. . . er. . . 
half a monkey. Well, twenty quid. 
No, don't thank me, Terry. 

"Anyway, after 'e'd gone I got 
onto CutglassTomkinson, the one 
'ose brother is doin' four years in 
Brixton for video piracy. 'E 'ad this 
load of computers, so I bought the 


FLARED 

JEANS 

FIASCO 

COMES 

GOOD 


lot. Cutglass reckons I can shift 
'em for an easy two hundred a 
time. Jupiter Aces, they're called. 
What do you think of that? 

"Now what I want you to do for 
me Terry is this . . ." 

MINDER', from DK Tronics, by 
agreement with Thames TV, is on 
the CBM64, Spectrum, Amstrad 
and all MSX machines. It sells for 
six so vs less five pee. 


CAMEL MAN 

IN SHOCK 
NUMBER 
CRUNCHING 
ORGY 


The number? 3.5 million. 
This, we hasten to add, is 
not exactly the income of 
Jeff Minter, ace program¬ 
mer, bearded supremo of 
Llamasoft Ltd. No, it's 
actually his personal beast 
score on his own new 
Commodore game, Anci- 
pital. 

The game is billed as 
being a 'Progressive 
Arcade Game'. This seems 
to mean that it's a very de¬ 


tailed arcade adventure. 
Features are one hundred 
separate screens, with a 
single key-press HELP 
facility for each screen. 
Minter himself claims to 
have solved only 89%. 

Next big question is, 
does it mean a break with 
the tradition of furry ungu- 
lents — camels, sheep, lla¬ 
mas etc. Surely it can't a 
end here, with the world's 
wildlife still unexploited. 






































FROM UNDERWEAR 
TO... SOFTWARE 


which 

RR£7H£ 

Y-FRONTS? 


SPARKS SEEMED to be 
flying when BIG K phoned 
the head office of a certain 
well-known high street 
store the other day. We'd 
called to gen up on reports in 
the Sunday press that Marks 
and Spencers (these well 
known purveyors of founda¬ 
tion garments and accessor¬ 
ies) were moving into the 
computer softwear (sic) 
business. 

"Nothing further to add to 
the newspaper reports, 
which are basically correct." 
Press officer Tony Kelly 
sounded suitably cagey. 


WORLD WAR III NOT 
GOOD FOR MICROS 


— OFFICIAL 


CHARITY begins in Bridling¬ 
ton, or so 18-year-old Sean 
Sullivan and 17-year-old 
Paddy Bell, who set out to 
create a new world record in 
non-stop computer games 
recently, have reason to be¬ 
lieve. 

They believe they 
achieved this record, 
although theirfeat won't fea¬ 
ture in the Guinness Book of 
Records which refuses (so 
far) to provide a category for 
continuous software play¬ 
ing. 

Both youngsters were 
sponsored for the marathon 
and to date in excess of £500 
has been raised for the King¬ 
fisher Trust whose aim is to 
set up a centre in Bridlington 
where young people in the 
town, especially the unem¬ 
ployed, can use their spare 
time to good effect, develop¬ 
ing skills and leisure pur¬ 
suits. 

Paddy managed a 30-hour 
stint at the keyboard; Sean 
went on for a staggering 50 
hours, but we on BIG K have 
come up with a title which 
we dare anyone to try for 
more than fifty seconds at a 
time, let alone 50 hours. To 
wit: Cuthbert Meets The 
Thing From The National 
Coal Board. 


SHOULD the Pentagoths and 
Kremloids ever get round to 
dropping The Big One, the 
drab post-war existence (for 
those of us who live through 
it) will not be lightened by 
the odd bout of Adventure or 
Arcade hacking. 

Apart from the need for a 
wind generator or some 
other alternative energy 
source, there's EMP to con¬ 
tend with. Electromagnetic 
pulse, to give the monster its 
full name, is a huge electrical 
overload caused by a nuc¬ 
lear blast. The effect, even 
from a relatively low-yield 
weapon, would be felt up to 
600 miles away. Microchips 


just can't take it, and the 
whole lot would go down the 
tube. 

The surprising thing, de¬ 
fence analysts revealed this 
week, is that military compu¬ 
ters and radar circuits are not 
shielded from the effect. 
Since modern techno war de¬ 
pends heavily on compute¬ 
rised command and control, 
this could mean the ridicu¬ 
lous spectacle of NATO and 
the WP fighting each other 
very quickly to a standstill in 
the radioactive ruins. Nice to 
know you're in the same 
boat as a five-star general, 
eh? 


"We've a good idea who let 
this story out, but I'd rather 
not go into that now." The 
secrecy surrounding these 
games scheduled to hit the 
streets at about the same 
time as this issue of BIG K — 
seems perhaps a little un¬ 
necessary. 

Be that as it may, beyond 
the facts that three titles will 
be on sale (Games Pack , 
Start to Program and Games 
Maker) in six major stores 
retailing at £6.95 each and 
available for the Spectrum 
only, we are unable to reveal 
any more details. 


STAB 


YOU DON'T need a modem 
and a phone for Cases Com¬ 
puter Simulations, The 
Prince, a multi-user adven¬ 
ture for the Sinclair based on 
the 15th-century best-seller 
written by Machiavelli. This 
one's getting the 1984 Cam¬ 
bridge Programming 

Award, and is set in Macho's 
world of Renaissance intri¬ 
gue and counter-intrigue. 
Each player is given a pass¬ 
word, and the others must 
leave the room while he or 
she plays. But watcha youra 
back, Renaldo, and don'ta 
crossa upa da Machiavelli 
boys, O.K? Or tonight you 
sleep wid-a da fishes. 


THE TIMES 
SEPTEMBER 21 1984 


In another development Brit¬ 
ish Telecom will sell computer 
games to most leading high 
street retailers this autumn at 
about a third of the price (£250) 
for which they arc normally 
sold. The corporation launched 
a cable television venture 
Gamestar, but has decided to 
capitalize on its efforts in high 
streets because of the sluggish¬ 
ness of cable. 























ON-LINE 
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IT'S FOR YOO-HOO 


"ULLO, 'ULLO, Buzby here. 
I'm ringing to canvass for 
support. Save Buzby's Beak, 
the cry goes out — and for 
why? 'Cos dark deeds are 
afoot. Rumours abound. 
Word is that I'm not consi¬ 
dered hi-tech enough for the 
official dog and bone bri¬ 
gade. 

"Worse still. I've heard 
that there's a rival homing in 
on my patch. This hot chick 
goes by the name of Firebird , 
so I've heard. A souped-up 
winged warrior of the air¬ 
waves that's set to boot me 
into extinction. Well, not 


without a fight, I say. Let me 
tell you, I may not be fast, I 
may not be sleek and 
aerodynamically A1, but I'm 
famous and I'm lovable and 
I'm cuddly and ... 
SQUAAAWWLKK!" 

Right. End of space-filling 
fantasy. On with the news. 
Firebird is seen as Buzby's 
alter-ego, and is in fact the 
nom de plume (geddit?) of 
(wait for it) A New Range Of 
Computer Software current¬ 
ly being put out by those de¬ 
dicated people who gave 
you: "Outer Mongolia? But I 
was dialling my Aunt Doris 


in Dorking!" Viz, British Tele¬ 
com. 

The BT man-on-the- 
phone, was at pains to stress 
that the aim of Firebird is to 
provide open, honest, value- 
for-money products. To this 
end, box illustrations have 
been replaced with screen 
shots — "What you see is 
what you get." 

Their initial launch of 
twenty titles, across the 
range of BBC, CBM 64, Spec¬ 
trum and Vic 20, are aimed at 
pocket money punters, and 
retail at £2.50 each. 


>sz3v 




You Haven't Lived Until You've Died In MUD... 


SOUNDS LIKE some bizarre 
new vice, but in fact MUD is 
the Multi-User Dungeon, the 
hackers' new fave rave (re¬ 
viewed in last month's BIG 
K). MUD is an enormous 
adventure game with sever¬ 
al hundred locations, but 
that's not what makes it spe¬ 
cial. The big appeal is that 


any number — well almost 
any — can play. To date it's 
been played on a time¬ 
sharing PDP-11 at Essex Uni¬ 
versity, but now the game is 
being made available on 
Compunet, the Commodore 
64 home users network. 

MUD players can talk, 
attack each other, give each 


other help, all within the 
adventure universe. 

As you gain skill you get to 
be a Wizard or Witch, and 
there the sadism really 
starts. These elite ubermens- 
chen can use the ccflnmand 
'SNOOP' to watch what 
other players are doing, tor¬ 
ment them, or (some chance 
we'll bet) give them useful 
tips. The headline is a quote 
from an actual player, so 
watch your sanity! For those 
prepared to risk it, MUD is to 
be launched atthe beginning 
of October by Century Com¬ 
munications. 
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Use 'Smart Milk' To Destroy Alien Biscuit — OK? 


SEVEN THIRTY! As you 
spoon your morning nutri¬ 
tional intake of protein- 
filled, milk-and-sugar- 
covered crumbly stuff 
mouthwards with one hand, 
you can now use the other to 
control the antics of Dunk, 
Crunch, Bixie, Brains and 
Brian — okay? If you can 
keep those bleary, morning- 
after peepers firmly fixed on 
your monitor screen then 
you could be game for the 
latest offering from a certain 
mecca of brekker — Weeta- 
bix versus the Titchies is 
here for your delectation. 

As part of a mega-million 
pound campaign, Weeta- 
bix's promotional consul¬ 
tants — Clarke, Cooper — 
have joined forces with soft¬ 
ware producers Romik to 


put out what they claim to 
be the first-ever promotion¬ 
al computer game. 

At the time of going to 
press, the first packets of 
these compressed, wheat- 
based nutritional units with 
the software hard sell 
emblazoned across them 
are winging their way to the 
shops. The game is only 


available from Weetabix and 
retails at £3.75 for those 
minor mortals not members 
of the Weetabix Club. Club- 
ites can buy it for a whole 
pound less. Wow. 

Both Romik and Clarke 
Cooper Ltd would appear to 
be squirming with excite¬ 
ment at the possibilities of 
this giant step for bran-kind. 


It remains to be seen 
whether the punters consid¬ 
er this arcade-style shoot- 
'em-up to be in the best 
possible taste. 

Today the breakfast table, 
tomorrow — Hollywood? 
Are we en route for Weeta¬ 
bix: the Motion Picture. And 
who controls the cereal 
rights? 
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GARBAGE IN GARBAGE OUT 

by The Shadow 


You Gotta Be Crazy To Want This Kinda Publicity Part 76: You are looking at the 
new vital nerve centre of one of the UK's most prestigious games software com¬ 
panies. No, you really are. It's just that the builders haven't moved in yet. Official 
sources tell us that the scaffold and ladder are for real-time storyboarding of an 
exciting new range of Kongalikes, while the skip is where the unsolds go. The 
barrow is for the managing director to take home his paycheck. The company? 
That would be telling. Oh all right—their Chairman Reads The Guardian. And has a 
beard. OK? 


The Imagine saga goes on 
(yawn) and on: rumours that 
not one but five games houses 
are rising from the ashes — but 
no place seemingly for mega¬ 
being Eugene Evans . .. hope 
he saved some of the hard- 
earned . . . However Mark But¬ 
ler reached shore OK, clinging 
to an oar, thanks, and can now 
be found — along with T. Best 
— in dad's firm Voyager. . . 
Said Best Man, meanwhile, 
keeps mysteriously ringing up 
the Tower of Power offering 
what he calls "the real story" 
on Imaginopossessions . . . 
Sorry, Tim, got to invoke the 
fifty-year rule on this one. . . 
Fellow Liverpudlians Software 
Projects have meanwhile 
taken on most of the redun¬ 
dant Imagihackers, who by 
now (the Shadow assumes) 
know all about The No Posses¬ 
sions Syndrome . . . 

All together now, an' let's 
sing dat ole QL Blues: "Woke 
up dis morn in', got het up with 
my microdrive/lt done occur¬ 
red to me, dis keyboard is just 
so much jive/Wid'no game 
software cornin', can dis' 


highly-rated, long-awaited, ex¬ 
communicated, exasperated, 
customer-disorientated 
machine survive? (Oh yeah)" 

Never mind Making It How 
Do You Add It Up When You've 
Got It? . .. Unperturbed by a 
recent ROM failure with their 
Organiser the lads at Psion 
have found a new use for the 
tiny computer: Doctors in 
family planning clinics will be 
advised about the effects of 
different kinds of contracep¬ 
tive pill in a special ROM 
pack.. . 

Lastly, which well-known 
person non unconnected with 
the computer industry deep in 
the heart of Silicon Valley 
(hedge, hedge) got busted by 
the LAPD (Dets. Hutchinson, 
Starsky) unloading Olympic 
Games freebie tickets to eager 
punters for Large Sums Of 
Money? Can [Deleter's busi¬ 
ness really such bad shape? 
The Shadow knows, for he 
walks by night — when every¬ 
body knows the idiot should 
be getting someZs like the rest 
of us; the poor old boy looks 
clapped out these days . . . 




IS THIS A KEYBOARD 
THAT I SEE BEFORE ME? 


STRANGE HINTS of abominable rites and unspeakable prac¬ 
tices have emerged from Games Workshop, organisers of 
Games Day '84. 

Down at the Royal Horticultural Hall, massed hordes of 
game-crazed death fanatics queued up to participate as the 
character of their choice in any one of 50 simultaneous role- 
playing games. The mind cannot grasp the awesomeness of 
this scenario. 

For those of us not hip to the genre, we speak not of 
computer games, but of extended psycho-dramas involving 
up to twenty real physical-type people. (Liveware.) Instead of 
the computer, one player, the Dungeon Master, oversees the 
characters and their world. Which brings us to the Games 
Awards. Plenty of these, twenty-six categories in fact. The 
best new role-playing game is predictably called Middle 
Earth, but we are pleased to note that the original and totally 
scrotnig Judge Dredd was the subject of the No.1 SF Board- 
game. Most enigmatic award — the third prize for games 
fanzines — went to the exotically titled Tempestuous Orifice. 
If and when we get hold of a copy, you'll hear more. 

It is absolutely brain-numbing to discover that this actually 
was the first Games Day — after eight years of the event — to 
feature computers. Where have they been? The new line may 
have something to do with the launch of three new Games 
Workshop titles. Battlecars (see pic) is a sort of Death Race 
2000 with heat-seeking missiles. Two mega-road-hogs slug it 
out with heavy weapons in a city Centre. Also coming is 
D-Day, a two-player version of the well-known war movie. 


OR IS IT something entirely 
new? The first adventure game 
scripted by talented newcomer 
to the micro scene Bill 
Shakespeare arrived this 
month. Marketed on his behalf 
by Oxford Digital Enterprises f 
it's an interactive version of the 
doom-laden and angst-ridden 
Macbeth. 

Academic pursuits may well 
throw up their hands at this 


one. After all, how can it still be 
Macbeth when the player can 
alter the entire plot by either 
being inept enough to get 
caught red-handed cutting 
King Duncan's throat , or alter¬ 
natively by seeing off the 
vengeful MacDuff at the end 
thereby ensuring continued 
occupation of the Scottish 
throne? 

But ODE have done their best 
to sidestep any accusations of 
"trivialising". The cassette 
comes complete with a 174 
page book containing a copy of 
Macbeth, plus lengthy notes on 
the action. 

The game itself is a biggy. The 
play's split into four separate 
adventures, and there are plen¬ 
ty of graphics screens. The key 
to solving Macbeth seems to be 
an aptitude for elaborate word¬ 
play. Very Elizabethan. Howev¬ 
er , a quick look-over suggests 
that it may not be that easy. 
Each game segment is omi¬ 
nously followed by a 
psychoanalysis program. Is it 
all a plot by Oxford dons to 
drive the punters mad? Is there 
a KGB connection? 

The public should be told. 












































Spectrum 48K or 
Commodore 64 A 
(Turboload) A 


Full-colour booklet 
Hr pocked with cryptic 
W dues to help you A 
r unravel the mystery —M 
and win the £25,000 / A 
reward 


Music and 


sound effects 
builtin 


■ All 5 Adventures are linked — but you can choose to play them 

separately. Andtheyall have REAL TIME built In. So if you don't think ^ 

fast you wind up as a pterodactyl's lunch, die of oveFexertion in a Roman 1 
orgy, or just lose your mind... 

■ 'Eureka!" is not just an Epic — not just an Adventure. At the start of each 
historical era, you face an Arcade Action test, to decide your strength level for 
the Adventure to come. 

■ The better your score, the stronger and faster you'll be. 

■ And it'll keep you on your toes, with constantly-changing, static and moving 
graphics. Brilliant music and sound effects add to the excitement. 

■ As part of the "Eureka!" pack, you receive a full-colour illustrated 
booklet, containing cryptic riddles and mysterious illustrations. Using 

KaaI/IaI mmaJ aavaam .1^ I!I. _a II ..... 


High quality 
i full-colour , static and. 
moving gra phics / 


booklet and screen together ; you steadily unravel the clues and build 
up a secret phone number piece by piece. 

■ If you're first to ring it, you save the world and collect the £25,000! 


■ Quite a package* And to give everyone a fair chance, "Eureka!" will be 
released simultaneously worldwide on October 31 st, 1984. No packs will be 
available until that date. All orders received by mail or phone by 26th 
OCTOBER will be despatched by post on the 31 st right across the world. So 
order now, and be one of the first off the mark. 

r--—-- L THEN THE RACE IS ON!!! 


Send your order now to: 

‘Eurekor, FREEPOST. Dept 400, Mount Farm. Milton Keynes. MK1 1 HQ 

4 To: "Eureka!". FREEPOST, Dept 400, Mount Farm, Milton Keynes, MK1 1 HQ 
,end ro® ‘Eurekor packs, complete with cassette, full-colour 
A OUfI instructions and rules, at £ 14.98 each PLUS 55p post & packing. If 

tU my order is received before 26 October 1984,1 will receive a free £7 
W DOM ARK voucher towards a tojan light pen.Please allow 14 days delivery tor orders 
_ received after 26 October. _ 

A MY COMPUTER IS O.SS’.eo total at £ 15.50 | 24 HOUR PHONE 

O commodore64 - - HOTLINE NUMBER 

SPECTRUM 48K _ 01-4606000 

-i° ,ALt I 1 For Credit Card Orders 

I enclose payment by cheque/PO. payable to DOMARK LTD. 

OR Please charge my Credit Card 2 m VISA □ E3 ACCESS □ HI AMEX □ 
K CardNumber I | j 


The storylines for "Eureka!" are by Ian Livingstone, 
whose "Fighting Fantasy" books have sold over 
2,000,000 copies. He's dreamed up some rather 
nasty tricks and twists for you in this Epic, because 
he has also devised the cryptic clues and 
conundrums in the booklet that goes with the 
program. He's the one who knows the answers._ 


"Eureka!" was programmed by 
Andromeda teams led by 
Hungarians Donat Kiss and Andras 
Csdszar. It took the equivalent of 5 
YEARS to create, and the skills of 
4 graphic artists, 2 musicians 
and a professor of logic too. ^ 

We told them to stretch the 
hardware's capabilities, and make 
sure you were kept awake for hours!! 
They've done it... 


Expiry Date. 


Signature 


Postcode. 


The race for the £25,000 starts on 31 Oct 1984 and closes on 31 Dec 1985^ 


Domark Ltd., 228 Munster Road, London SW6. Reg. No: 1804186 (England) 


259 K OF PMf MYSreor 
BY MB IfYMGSnMf 


u 5 complete Adventures, each with its own Arcade 
in one multi-load mega-program: "Eureka!" is the 
ultimate computer Epic. 

■ Epic in scale Eureka!" spans tive eras of history' 
You battle against the dinosaurs, outwit Nero and 
his gladiators, join the Knights of the Round Table, 
escape from Cold.Jtz and finally into 1984 defeat the 
evil master of the Caribbean who is holding the world 
to ransom. 

■ Epic in sheer size there's more than 250K 
for you to get yourself killed in. 


5>/TO*4*S iM ONI 


DEVISED BY 
IAN LIVINGSTONE 


MY COMPUTER IS 

Ordered 

Total af£ 15.50 

COMMODORE 64 



SPECTRUM 48K 




TOTAL £ 
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Last month each Software Club Member took a share of 
£100,000 worth of discounts on the very latest top quality 
programs and accessories... 


ARE YOU STILL BUYING 


YOURSOFTWARE 


% 


CHI 


THE HARD WAY? 


COMMODORE 64 • SPECTRUM 48K ■ BBC B ■ VIC 20 ■ ORIC ZX81 • DRAGON 32 ELECTRON AMSTRAD 


WHO ELSE GIVE YOU ALL THIS? 


CHOOSE ANY THREE FOR HALF PRICE 


★ A huge continually updated choice of the finest and latest games available, plus 
educational and business programs — in many cases before they reach the shops! 

★ The backing of our Price Promise so you can buy with absolute confidence knowing 
that you're getting the most from every penny you spend and the best with every pound 
you save. 

★ The Club’s free colour magazine showing our vast choice of programs and exclusive 
offers on accessories all at hu ge cash savin gs — like a superb computer Work Station 
for just £19.95 (£15 less than everyone else is currently paying), like top quality home 
computer maintenance kits at half price ! The list goes on in a magazine that comes not 
once in a while, not every couple of months but every month , so you're always right at 
the centre of the action. 

★ Programs for nine types of home computer—not just two or three — all guaranteed 
direct to you from the original manufacturers. 

★ Free Software Club Vouchers every month if you’re quick on your feet! 

★ A telephone order hotline for ultra fast despatch and a Customer Service hotline to 
serve you better. 

★ The knowledge that you'll be with the Club that started it all. There's only one 
Software Club, it's the most popular in the U.K. because it's the best — always in touch, 
lively and fun, that's The Software Club. The best value you can get — bar none . 



to your^reeha^pr^e^lecUonslln your ywofmember C ' Ub ' S free monthly magazine - packed with bargains 

Til be spoilt for choice and If you’re anything like our current r . , 
ibers you’ll want a lot more than this anyway and our affordable prices G your computer back on top torm m /“stso seconds/ 
s It all possible. You can buy your chosen programs spread over the 
*r or all at once—It’s entirely up to you—and remember, It’s all backed 
tur price promise. ' 

» line with Club policy, postage and packing costs are kept to an 
absolute minimum and are free on many orders. Once your n - *-—*-*-mm 


accepted, p&p on orders for two or more tapes Is absolutely fi 
virtually all accessories are also sentp&p free — p&p Is only chat 
orders for single programs at a rate of41p. 


OUR PRICE PROMISE 


Start off by choosing any three of these 49 titles for half price. All you then 
have to take Is another six programs at prices well below retail In your first 
year of membership. If you find you could have bought the nine titles you 
choose elsewhere for less, at the same time as you bought them from the 
Club, we will gladly refund the difference. You can’t lose with The Software 
Club / 


’E 




Superb graphics a 
maps for re; 
levels of play 

Trashman 5.95 2.S 

Empty all the bins from each road into the dustcart in a 
slowly reducing s 

tep on the grass and you ’ll get bitten by tf 
watch out too for cyclists t 

. Is 7.95 3.97 

tyne’s Musical Version of the H.G. V 



and weapons of death. 


REMEMBER SEND NO MONEY NOW 


Although we don’t list Amstrad titles in our half price offer, pr< 
the Amstrad are available at big discounts through the Club. 


9.50 4.75 06950 

lply the best version of the game available for y 
s kill, care, sub and speed levels ... stuck? the < 
suggests move —just one of the many features of this supe 
Digger 6.95 3.47 06540 

Fast and challenging — deposit sacks of gold in your bank v 
ing to kill all the monsters on the screen before time runs 
Ghost man 7.50 3.75 

Control your Ghostman around the M 
avoid the Ghosts who are out to get 
corners of the maze and you’ll beco 
each one faster than the previous 
Lone Raider 8.50 4., 

For eons Earth’s Battle Fleet has held 
the Lone Raider you must breach their 
way to their Mother Ship. 

Trick Shot 7.50 3.75 

pockets by lining 
-it’s highly 



the alien Zugs. As Captain 
wreaking havoc on yoi 


02540 A&F 


Ocean 


3.97 

r Commodore 64. 

7.90 3.95 
s for Electron. 

6.90 3.45 07170 

e zaniest, craziest burger battle to sizzle your screens! Fight Waldo 

and the rebel ingredients to make your delicious Wimpy Burgers 
the best in town. 

9 Flight Sim. 7.95 3.97 05990 Alligata 

e off, roll, loop-the-loop and landing must be performed with 
iplete accuracy or your flight will end in disaster—this will have 
u glued to the screen for hours. 

da 7.95 3.97 07480 Alligata 

; against bosses because the Union suspects that 
de (the electronics magnate) is about to lay off the 
They elect you, Micro Micky to foil this dastardly plan. 


Software 
Code House 

07700 Cascade 




Enter the 
IK ascend a 
cue and hitting th the magk 


1 the magk 
and each ball am Dare Dev 


The title says it all because this program has 50 great games on one 
cassette. We don't have space to list them but they’re all here. .. maze, 
arcade, missile, tactical and logic. 

Football Manager 5.95 2.97 01470 Addictive 

Captures the real life drama and excitement of the game... transfers, full 
league tables, injuries, promotion and relegation, FA Cup, seven skill 
levels and much more. 

KrazyKong 3.95 1.97 01590 PSS 

Climb the pyramid knocking out the supports for the giant gorilla as you 
go, meanwhile dodging the barrels and rocks he drops on you. 

PHot 5.95 2.97 01530 Hewson 

Take the controls for a night flight, navigate by beacons using the 
instrumentation, take off, climb, bank left and right, descend and land 
you’ll learn to master them all. 


02300 A&F 


RescueE 
Knights ,, 


7.90 

Game description as for Electron. 

Don’t Panic 5.45 2.72 

A great double bill... Towers of Death and The Ice Kingdom are tm 
classics that should feature in every collection. But miss a vital due am J hr ° u 9 h * 
you could be playing for months in your quest for the treasure. 

Photo-Finish 7.95 3.97 09330 Peaksoft outoffue 

Superb real-time graphics, authentic race-cards showing previous tom "F'f 
odds based on actual form, races from 5 furlongs to 2 miles, timed result. ™ rack 

ProjectVohano h featUr 7.95 r 1 3^7 VerS ‘ 07530 Mission 
A top secret missile command centre has been discovered in an extim , cy 
volcano on the Yugoslavian border. It’s the heart of a network covering th. Pr ckll ?9 ' 
whole of the Soviet Block - your job is to neutralise it. ^ cu 3 h 

SA.S. 6.95 3.47 09350 

You’ll be briefed on your mission and then, equipped with helicopU *! 
gunships, wire guided missiles and grenades. It’s up to you. There’si~" 
night action feature and nine minefields just to liven things up. 
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THEN GO ON TO MAKE HUGE SAVINGS ON AROUND 400 OTHER TOP TITLES EACH MONTH 


ELECTRON 


INTRODUCTORY DISCOUNT COUPON 

To: THE SOFTWARE CLUB, PO BOX 180, ST. ALBANS, 
HERTS AL3 5BD 

Please accept my application, enrol me as a member of The 
Software Club and send me the introductory tapes whose num¬ 
bers I have written in the boxes below, for which you shall charge 
me in due course, should I decide to keep the software (plus a 
total of £1.25 for postage and packing), if I am not completely 
satisfied, however, I may return the tapes intact within ten days, 
my membership will be cancelled and I will owe nothing. As a 
member, I need not take a tape every month, if I want no 
tape at all, I can say so on the card provided. I will, however, 
choose at least six tapes in the first year. I am over 18 years of 
age. (This application must be from your parent or guardian if 
you are under 18 years of age). 

My 3 selections are (item code) 


Machine 
Mr/Mrs/Miss/ 
Address 


Signature 


Memory size 


Postcode 















































The Red Kipper Flies at Midnight 

Y OU GET HOME ONE EVENING to discover a message on your 
answering machine. Something you’d thought hidden for good 
has reared its ugly head once again. Valkyrie 17 is active. 

Over the next five nights a series of frantic phone calls con¬ 
vince you that the matter deserves further investigation. \ou receive 
a dossier on the activities of Valkyrie 17. Pieced together from frag¬ 
mentary reports culled from the last forty years you slowly begin to 
put the whole thing together Drakenfeur, Heinrich and Reichsmullet 

The badge pressed into your hand on the station at_ 

And that last desperate call for help from the Glitz Hotel overlooking 
Lake Bruntz. 

\bur cover is good. Very good in fact, ''rou spend a few 
days sniffing around and then head up towards Lake Bruntz. ''rou 
check in to the Glitz Hotel. It’s the last lead you have. \ou seem to 
be getting nowhere. 

Then on your way to the bar you sense a movement in the 
shadows. \ou feel a blow on your temple. And everything goes black... 

Valkyrie 17 is an Adventure featuring both graphic and text 
locations. \bu will meet several different characters some of whom 
may help you while others see your demise as their sole purpose in life. 

Included in the pack is a comprehensive dossier on Valkyrie 
17. On the reverse of the cassette tape are the answerphone messages. 
And then of course there’s the game itself. 


LOADING TIME 5H minutes. MICRODRIVE X/FER FUNCTION 

LOCATIONS 100+ FUN FACTOR 8 


LEVEL ? 


SOUND_Beep Beep 


by Palace Virgin Gold, 69 Flempton Road, London E10 7NL Telephone: 01-539 5566. Available from all leading wholesalers. 


HINTS 

Watch your back, try not to get killed and mind your language. 

The RamJam Corporation cannot accept responsibility for injury either mental or physical caused during the 
playing of Valkyrie 17. Furthermore the existence of these words affects your statutory rights. 

© RamJam Corporation 1984. 

(Although why we bother heaven only knows). 
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All orders for goods supplied through the On Line system will be fulfilled by Empire Stores Ltd., at 18 Canal Road, Bradford, West Yorkshire. This scheme is available to any applicant under the age 

For current interest rate please ask at your local NatWest branch. 
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NEWS 

feature 


BUS LOAD 


TRANSPORTS OF DELIGHT 


MICROBUS is now being laun¬ 
ched in Cardiff. It's a computer 
program devised by the City 
Treasurer's Computer Centre to 
make the urban bus fleet more 
efficient. "All aspects of the 
transport system will be com¬ 
puterised/' says Eddie Lee, 
Senior Administrative Officer 
with Cardiff City Transport. 
"From traffic management and 
engineering through to collect¬ 
ing fares". 

All vehicles on the road are 
continually monitored both in¬ 
dividually and according to their 
routes. Drivers are linked by 
radio to a control room from 
where the information is fed on 
to computer. Each journey is 
scrutinised in case a vehicle 
breaks down, in which instance 
a bus on a nearby route can be 
traced by computer and di¬ 
verted to pick up stranded pas¬ 
sengers. Mileage covered by 
each bus is also to be recorded, 
thereby enabling transport 
managers to observe how vehi¬ 
cles respond to daily wear and 
tear. Similarly, the computer is 
programmed to monitor vehi¬ 
cle's fuel supply and to remind 
drivers when re-fuelling is 
needed. 

The Fleetguard system will 


WELSH RARE BYTE 


Cardiff’s Microbus System 


encourage drivers to record the 
easily forgotten small defects 
which come to light on route — 
for example, a mirror out of 
alignment. The driver can radio 
the computer operator giving 
the bus number and detailing 
the work needed. The computer 
will then inform the engineering 
section of the fault — and en¬ 
sure that it is rectified. 

"Computers will also be used 
to cost and record engineering 


work carried out on each vehi¬ 
cle," says Eddie Lee. "As well as 
updating the bus' comprehen¬ 
sive life history, it will enable us 
to determine which make of bus 
is the most efficient and econo¬ 
mic to run. Under our present 
manual system this is difficult to 
judge, but when provided with 
accurate data we'll be able to 
decide which makes should be 
added to the fleet and which dis¬ 
carded." Similarly, individual 
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buses can be assessed. They 
usually last 12-15 years, and the 
computer is used to pinpoint 
which vehicles are coming to 
the ends of their useful lives. 

Cardiff City Transport oper¬ 
ates a fastfare system, in which 
drivers don't handle money, in¬ 
stead passengers pay their fares 
into a volt-slot machine. These 
machines are disconnected ev¬ 
ery evening so that the day's 
cash returns can be counted on 
computer. The money is then 
checked against the tickets 
used. As each ticket specifies 
the route and stops at which 
passengers board the bus, the 
computer also works out which 
stops and routes are the most 
popular. This ensures transport 
managers have sufficient data 
to pinpoint districts in need of 
more buses and to show how 
routes can be extended to cover 
new estates being built in the 
city's outer suburbs. 

"The computer system is a 
means of making the bus fleet 
more competitive," Lee ex¬ 
plains. "We also believe that it 
has marketing potential." 

IOLA SMITH 



GAMES AID RECOVERY 


COMPUTER GAMES have 
been prescribed as a new 
road to recovery for serious 
head injury victims. Burden 
Neurological Institute in 
Bristol, is a pioneer in using 
games as physiotherapy for 
the brain. Burden's patients, 
mostly under the age of 20, 
are playing games for two to 
three hours a day. The result 
is rapid improvement in 
memory, concentration, 
reasoning ability and hand- 
eye coordination. The very 
first on the programme was 
18-year-old Richard Bennett. 

Richard was knocked 
down from his motorbike by 
a car last October. He re¬ 
ceived serious head injuries 
and nearly died. He lay in a 
coma for a month. Friends 


and family visited — played 
rock music and chatted — 
and finally, Richard awoke. 

"It wasn't like in the 
films," said his father. "It 
was a gradual business; the 
flicker of an eyelid, the 
twitch of a finger. Then 
someone had the bright idea 
of giving him a pencil. Stiffly, 
painfully, he scrawled 
'R.I.C.H.. . .'and we knew he 
was going to get better." 
And when it came to recov¬ 
ery; "he couldn't have been 
in a better place at a better 
time." Richard began play¬ 
ing games in February, and 
is already almost fully reco¬ 
vered — six months early. 

So much for the bozos 
who keep telling us they're 
harmful. 
















































AUTOMATA U.K. 

The Pi man’s Software House 



DEUS EX MACHINA 48K Spec. Kempston 
Joystick & ZX Interface 2 compatible. The 
unique new era of entertainment, starring 
Ian Dury, Jon Pertwee, Frankie Howerd and 
you, in an animated televised fantasy, 
synchronised to an incredible stereo sound¬ 
track. There is nothing like it in this world. 


DEUS EX MACHINA 


CRUSOE 48K Spec. M/C Graphic & Text 
Adventure. Shipwrecked and stranded, on 
ye remote island, with nothing save a bottle 
of Granny's patent elixyr, an empty stomach, 
ye shorts that he stands up in . . and thou*. 

Ye adventure is only just beginning. Can you 
help him escape ye island's perils? 



CRUSOE 



PI MANIA 48 K Spec. The Cult Adventure 
that's for real! Could you be the lucky 
winner of 'The Golden Sundial of Pi'? Many 
have tried and failed. Voted program of 
1983 by the Computer Trade Association 
(Joint winner). 


PIMANIA 


PIROMANIA 


PI ROMANIA 48 K Spec. M/C Arcade Style, 
Kempston Joystick & ZX Interface 2 
compatible. Strike a light! Fire your imagin¬ 
ation. That bright spark of a Piman is 
flaming well out to make the residents of 
Automata Towers the toast of the town! 

Can you help Walter Hose dampen the 
Piman's extinguished career and help the 
inmates give up smoking? 




DARTZ 48K Spec. Family fun. This 
'arrowing version of your local's favourite 
game! Includes true life scoring with The 
more you play the more you drink, the 
worse your game becomes' rule! 


DARTZ 



PI-EYED 48K Spec. M/C Arcade Style. 
Kempston Joystick compatible. The Piman's 
hit the bottle! Can you help him negotiate 
the traffic and drink the town dry? 


PI EYED 


PI-IN'ERE 48K Spec. M/C Arcade Style. 
Kempston Joystck & ZX Interface 2 
compatible. 61 screens of action as Burt 
searches for the elusive bug inside a 
computer, while keeping out of the reaches 
of the minor menaces. The program includes 
Hi-Score, Save and Load facility as well as 
Replay from last position feature. 
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PI-IN'ERE 


OLYMPIMANIA 48K Spec. M/C Arcade 
Style. Currah Micro Speech & Kempston 
Joystick compatible. For all those who just 
can't get enough of the Olympics, the Piman 
stages his own just for you! Yes he's going for 
gold in the craziest events you've ever seen! 
Can you set new world records in the 
Speepichase, Alpi Ski-ing, Pitathlon, Pi-Jump, 
or even the Butterpi? The Piland International 
Anthem on the flip side. 

PI-BALLED 48K Spec. M/C Arcade Style. 
Currah Microspeech & Kempston Joystick 
compatible. Bouncy, bouncy, this fast action 
game will let you have a ball! Starring The 
Balls Brothers, Sid the Snake, Jas'n'Col, and 
your friend and ours The Piman. 





OLYMPIMANIA 



PI-BALLED 


MORRIS MEETS THE BIKERS 

16/48K Spec. M/C Arcade Style. Kempston 
Joystick compatible. Morris finds himself 
abandoned in a multi-storey car park. Help 
him gather the 10 coins per screen to pay his 
way out, while avoiding the kamikaze bikers. 



MORRIS/BIKERS 



YAKZEE 48K Spec, and Dragon. Family 
fun. An oriental game of luck and skill for 
1 to 4 players, playing between 1 to 4 
rounds. Each tape comes with both the 
Dragon and the 48K Spectrum versions 
along with a simple to follow guide on how 
to play YAKZEE. 


GO TO JAIL 48K Spec. 

Family fun. A computer property trading 
game for up to 5 players. Your computer not 
only acts as a banker, but can also take on the 
roll of a ruthless player, buying, selling and 
trading its own property. 



YAKZEE 


GO TO JAIL 


NEW WHEELS JOHN? 48K Spec. Family fun. Would you buy a used 
motor from this man? Dare you clock an old banger? Have you ever 
wondered what it's like to run your own second-hand car lot? Wheel 
leave the rust to you! 


BACKCHAT CBM64 Speech Synthesiser. Automata's speech synthesiser 
comes complete with easy to use Programming Manual and Software cassette 
containing both BASIC & M/Code programs, so you can now add speech 
to all your home grown games using BACKCHAT's allophone vocabulary. 


ORDER COUPON 


CRUSOE.48KSpec£6D 

PI-EYED.48KSpec£6D 

PIROMANIA .... 48K Spec £6D 

PI-IN'ERE. 48KSpec£6D 

YAKZEE .. Dragon/48K Spec £5Q 


DEUS EX MACHINA.48KSpec£15D 

GO TO JAIL.48K Spec £6Q 


MORRIS MEETS THE BIKERS.. Any Spec £6[I 

_ T-SHIRTS State Size. Price £5[I 

'BACKCHAT' Speech Synth. CBM64 with Software & Programming Book.£25 

PIMANIACS CLUB for 20% off all products, Pi-Monthly Magazine. Annual Subscription U.K 

I enclose the right money , or debit my A CCESS/V/SA Card. My Card number is . 

Card holders signature . Card holders name . 

My address . 


PIMANIA.48K Spec £10D 

0 LYMPIMANIA.48K Spec ESQ 

PI-BALLED.48K Spec 

DARTZ. 48K Spec 

NEW WHEELS JOHN? 48K Spec 

Piman's Stereo L.P. Cassette_ 

, £50 Overseas £70 


«□ 

£5[I 

£5D 

£3D 


. My name. 


.. Post Code . 

NO EXTRAS! AH our prices include VAT and Postage & Package. 24 hr.-CREDIT CARD HOT LINE (0705) 735242. 

Send your order and payment to: AUTOMATA U.K. LTD. 27 HIGHLAND ROAD, PORTSMOUTH, HANTS. P04 9DA, ENGLAND. 
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Cassette £14.95/disc £17.65 
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W HEN Aviator burst 
forth from the dar¬ 
kest depths of 
Acomsoft a few 
months ago it shed a radiant 
glow on a somewhat unin¬ 
teresting software market and 
created a stunned aura of 
admiration of the kind you see 
around a man who kicks bulls 
around the area that makes a 
bull a bull. So when I burst into 
the Big K offices the other day 
screaming ‘IT’S BETTER, IT’S 
BETTER’ I thought it might 
provoke some kind of reaction. 
It did. ‘Don’t be stupid’, some¬ 
one muttered and a large box of 
last month’s issues hit me 


sauarely between the eyes. 
This was not the kind of recep¬ 
tion I expected so I grabbed a 
nearby head firmly by the ears, 
dragged it over to the nearest 
BBC and loaded the game. As I 
started showing him how to 
play, the glazed, overworked 
look gradually faded from his 
eyes turning to that of the har¬ 
dened games freak who knows 
paradise when he sees it. He 
gave a hoarse scream, forced 
me out of the seat and took the 
controls. By this time a few of 
the others had started to show 
interest and were drifting 
slowly in our direction. Before 
long a full scale fight had de¬ 
veloped for a crack at this most 
wondrous of beasts. It looked 
as though that was the last I 


JCOHWimPEW JUNEION 
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was going to see of Elite for 
some time. 

And it really is that good. 
Vast and highly complicated, 
it’s a sort of space arcade/- 
action/ adventure/strategy 
game where you roam the 
galaxies earning a dangerous 
living trading between the 

E lanets, avoiding pirates and 
ostile aliens and behaving 
yourself — or not — when the 
local law come sniffing at your 
tail. 

As the game, or should I say 
epic, begins you find yourself 
safely docked in an orbiting 
docking station above the 
planet Disco. Inspecting your 
ship you find it to be a Cobra 
Mk III trading/combat craft, 
equipped with a front-firing 
pulse laser and a twenty-tonne 
cargo hold. You check the mar¬ 


PICK OF THE MONTH 



y OU BET 
BOUR RSTEROIDS 


sive screen of Leesti’s space 
station. Your energy banks 
may be heavily drained but at 
least you’ve made it and maybe 
your cargo will fetch enough 
for that beam laser you’ve al¬ 
ways been promising yourself. 
If that last episode was any¬ 
thing to go by you were going to 
need it. 

So goes a typical session at 
the controls of Elite. The action 
scenes take place in real time 
-7 very real — line graphics, 
similar to those which made 
Aviator so popular, and believe 
me it’s hectic. Pirates are only 
one of many hazards facing you 
in this universe. If you think 
you can make a fast buck by 


Front 





And lose, most probably, but boy! is it ever 
engrossing. Acornsoft's Elite has everything, 
swears a goggle-eyed KIM ALDIS. 


ket prices and decide to fill your 
hold with low priced food. 
There’s no way of knowing for 
sure but there’s a pretty good 
chance of selling it for a profit 
on Leesti. With a quick glance 
to make sure everything is OK 
you launch the Cobra and set 
hyperdrive co-ordinates for 
Leesti, a small, light industrial 
settlement a few light years 
away. Within minutes the hyp¬ 
erdrive cuts in and before long 
your viewscreens show Leesti 
not far away. You open up to 
full power, life is hard enough 
scratching a living on the 
spaceways without losing half 
your cargo to pirates, and the 


planet looms closer. Just as 
you’re approaching the safety 
of local space a blip appears on 
the long range scanner, fol¬ 
lowed by another, then 
another until there are five. 
They close in fast and suddenly 
all hell breaks loose. You 
swerve to meet them, firing 
rapidly and manage to pick one 
off. Another soon goes down to 
a homing missile but the^ rest 
are too much. Your only 
chance is to run for it. You 
swing round to face Leesti and 
after what seems like hours of 
endless dodging and weaving, 
your control panel indicates 
that you are within the defen¬ 


running contraband, slaves or 
narcotics, then watch out for 
the local law. They take none 
too kindly to lippy traders 
trying to make fools of them 
and they show it. Once they’re 
on your tail you’ll never shut 
them off. On top of this there 
are the Thargoids, virtually in¬ 
destructible, invariably nasty. 

It really is unlikely that 
you’ve ever seen a game of this 
kind of scope, probably as close 
to a genuine simulation as 
there is ever likely to be. A few 
days ago if anyone had asked 
me if anything like this was 
possible he probably would 
have received a sharp clout to 
the base of the neck for asking 
inane questions, but now? Who 
knows, anything is possible. 
Whatever happens, this is a 
classic — in the genuine sense 
where classic means Forever. 


Reviewer Impressed By Unexpected 
Humility of Software Genius 


A FEW phone calls put Big 
K in touch with David 
Baden, co-author of Elite. 
David and his partner, Ian Bell, 
had spent the past year coding 
before the epic was ready and 
were now sitting back, basking 
in the warm glow of praise 
being showered on the game. 

David Baden, it turns out, is a 
social sciences student and Ian 
Bell studies maths, so Elite was 


written largely in spare time. 
‘It’s just a hobby really’, we 
were told. Some hobby. And 
what made him write it? ‘It 
started off as a combat game*. 

Neither of them have got any 
further than a ‘competent’ sta¬ 
tus, which still leaves ‘danger¬ 
ous’ and ‘deadly’ to go before 
they reach ‘Elite’, the ultimate 
accolade. If the creators can 
only get that far what chance 


do us ordinary mortals stand? 
‘There’s a rumour floating 
around that someone’s reached 
*deadly ’ but I’m not sure who’. 

Baden was very careful to 
point out that Elite has nothing 
to do with Aviator, in spite of 
the obvious visual similarities 
— which is understandable 
considering the amount of 
work they’ve put into it. Let’s 
hope the keep it up. 
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And you thought 
ft it was iust a movie! 

Coming soon to save the computer world 1 

^division 


©1984 COLUMBIA PICTURES 



Your computer was made for us. 






address begVfcPIease allow 7 to 14 days 

OversJSfSfliers 

Please add£1.00 per game ordered. 


South Bank House, Black Prince Rot 
Tel: (01) 587 0873 


wEsaI 

W PROGRAMMES? 

■Off' a marketable programme 

^pPit to us for evaluation. Excellent 
Payment Terms and Marketing plans. 
Send to Product Development Manager 
at the address below, 


• DEALER INQUIRIES 

(01)5870873 

• EXPORT INQUIRIES 

WELCOME 


j^ailable at Boots, W. H. Smiths, 
allows, Curry's and all good 


SCORE lOQOOQC 1X1 SHIELDS 3 HI 10Q00Q0 


wfii! in your name 
■fcvourcheque 
E^SaPd post to the 






















COMMODORE 

ATARI 

AMSTRAD 

MEMOTECH 

BBC (TO ORDER) 


THE ARCADE 


COMPETITION-PRO 


PRICE 


vat £16.95 


ARCADE 

PR0FE88I0NAL 



q\3 M-Ify 


inc VAT £28.95 


Pinfold Lane Industrial Estate, Bridlington, N. Humberside 

Tel: 0262-602541 

i Telex: 527381 EMAX G i 


WITH INTERFACES 
BBC ELECTRON 
SPECTRUM 
T199/4A COLECO 


ACCESS ACCEPTED 
MAILORDER: 

ADD £1.95 p&p 




ST\C 


CONTACT US OR NEAREST COMPUTER STORE 



COMING SOON.., 



Two great new games from 

CREATIVE SPARKS 
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Available from 

All good computer software stockists. 
Send me (tick as required) 

□ My local stockist’s address 

□ Your full list of games 

□ _copy/ies of this game 

TNEE 293 at £14.95 each £_ 

+ single P&Psum 

Total to send £ 


Method of payment 

By cheque or PO (no cash) made payable 

to TECS 

□ By Access or 

□ Barclaycard 


Creative Sparks, 

Department MO, 

296 Farnborough Road, 
Farnborough, Hampshire, GUM 7NF 
Telephone: (0252) 518364. 

Name 


Enter card no. 


Address 


Sign below 


Credit card sales: UK buyers only. 
Response within 21 days. 


BK1184 
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QUALITY CONTROi 
FROM CREATIVE4RARKS 
ON €64 

For those 
who demand 

excellence 


JAVA JIM 

Guidedp ypJi mBround the screen 
diff&nffm^Sftiiuare holes as he 
searches for ancient relics. 
YoJ W l ll have to avoid the lumps 
of sizzltm lava being continually 
show ffljtd down on Jim from the 
still a ffi W&WP lcano in this highly 
ginal fun game. 


CREATIVE SPARKS 

OR COMMODORE 64 


4 full graphics 


action screens, 
levels of play, 
score feature, 
loading cassette. 


COUNTDOWN 
TO MELTDOWN 

An amazing graphic 
action adventure game which 
puts you in charge of a team of 
androids trying to reach the core 
of a nuclear reactor before it 
explodes. 

This game has over 2000 rooms to 
be negotiated and every single 
one of them Is in 3D!! 
Probably the most exciting 
game yet developed for 
the C-64. 
Fast loading cassette. 


BIRD MOTHER 

This is a delightfully original 
game which uses nature as the 
setting for a highly compelling 
and challenging game. Guide 
the Bird Mother as she builds 
her nest and raises her young, 
finally protecting them from a 
predator hawk. 
Fast loading cassette. 
The stunning graphics and music 
in Bird Mother are not to be missed. 


WING COMMANDER 

This is a highly sophisticated 
flight combat simulator which 
puts you in the pilots seat. 
Highly advanced machine code 
programming has ensured you 
feel every stomach lurching dive 
and roll. 

With 17 separate controls to be 
monitored and several ground 
targets to be defended from the 
attacking enemy bombers. This 
game will stretch your skills to 
their limits. 
Fast loading cassette. 


FOR COMMODORE 1 64 


mm (KfiAiircairaK 


FOR COMMQi'OHi &.1 


Available from All good computer software stockists. 
Send me (tick as required) 


□ JAVA JIM TNCE163 (C64) £7.95 

□ COUNTDOWN TO MELTDOWN TNCE273 (C64) £7.95 

□ BIRD MOTHER TNCE263 (C64) £7.95 

□ WING COMMANDER TNCE203(C64) £7.95 

□ My local stockist's address 

□ Your full list of games 


Game/sat £7.95 each 
+ single P&P sum 
Total to send 



Method of payment 

By cheque or PO (no cash) made payable 

to TECS 

□ By Access 
or 

Enter card no. □ Barclaycard 


Creative Sparks, 

Department MO, 

296 Farnborough Road, 
Farnborough, Hampshire, GUM 7NE 
Telephone: (0252) 518364. 


Sign below: 


Address 


£ 


Credit card sales: UK buyers only. 
Response within 21 days. 


BK1184 
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... plus marketing, management and P.R. expertise! 

But above all comes something unheard of in our industry; 
our PRICE LIST. For the first time you can read in advance what it will 
cost to have your advertisements designed and produced, plus almost 100 
other items that you may use to achieve your advertising and marketing strategies. 
k For your own piece of magic that works, why not send us your personal card marked 
“CALL ME” and we will contact you. Alternatively send now for our current PRICE LIST. 

« i • • - 


advertising 

... Call us for your own piece of magic! 

EMS (Holdings) Ltd. 

10 Marshalsea Road, London SE11HL 
Telephone (01) 4031717 (4 lines). 



























Storm warrior is a 12 screen, all machine code, fast moving graphics adventure 
using 58K of RAM. It features 5 levels of plav, full playing demo mode and a 

fast loading system. 

Available on TAPE at £7.95 and DISK at £9.95 
COMMODORE 64 
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ECOME LONE 
WOLF... 


... sole survivor of a devastating attack on the 
monastery of Kai. 

A great cloud of black\l >\nged beasts 

has swept down and engulfed \the monastery. 
All the Kai Lords, whose seen ^^skillsyou were 
learning, have been killed. 



Raising your face to the sky, you 
swear revenge on the Darklordsof the 
West. But first, you must warn the King 
of the invasion, retrieve Sommerswerd 
and then use it to beat off the attackers. There 
are now two exciting LONE WOLF adventure games. 
Each one requires you to assume the mantle of Lone 
Wolf, make all his decisions for him, and actually 
fight his combats move by move. You really are 
Lone Wolf. 



The lessons of combat 

AND ENDURANCE 

When you were training with the Kai Lords, 
you acquired many secret ski lls and disciplines. Now, 
you may need to use them. You may need to improve 
some, and disregard others. 


"Combat Ski I Is” may be needed to defeat the 
enemies you encounter on your way to reaching the 
beleaguered King, and whilst saving your country. 
You will need “Endurance” to survive. Each decision 
you make can alter the course of your adventure. So 
choose wisely, for you will 
often be totally surprised by 
the effect your, 
choice may 
have on 
your survival. 



TkE SURVItAL DISCIPLINES 

Over the centuries, the Kai Lords had mastered 
the skills of the warrior. As you proceed through your 


adventure you may find thatyou are becoming more 
and more proficient. If you, too, have mastered these 
skills they may save your Iife! 



You can learn howto hide undetected amongst 
rocks and trees of the countryside. In a city, you can 
look and sound like a native which may help you to 
find shelter. 


Learn how to communicate with animals and 
move objects by sheer concentration alone. 

You can develop a "Sixth Sense” that warns you 
of imminent danger. It may also reveal the true nature 
of a stranger. 

“Tracking” may help you choose the right path 
and decipher prints or tracks ofereatures in the wild. 



















Thedisciplineof 
“Healing” can restore 
your "Endurance" after 
being wounded in 
combat. 

The “COMBAT- 
SKILLS 

When you entered 
the Kai monastery you 
were taught to fight with daggers, spears, 
warhammers, axes and swords. 

The evil Darklords, though, have the ability to 
attack using "Mindforce”. LoneWolfcan learn the 
discipline of “Mindshield” and also"Mindblast”, the 
old Kai Lord’s ability to fight using the forces of the 
mind alone. You, Lone Wolf, control the combat, you 
decide whether to fight or not, and you alone can 
manipulate the moves. 

The equipment to survive 

You set out with just an axe, a leather pouch of 
gold crowns and a map of Sommerlund which you 



The lone wolf adventures 

The creators of LON E WOLF are Joe Dever and 
Gary Chalk. In 1982, Joe won the Advanced 
“Dungeons and Dragons” Championship in America. 

Gary has had 17 years 
experience of war 
games, and is the 
originator of the highly 
successful "Cry Havoc” 
and "StarshipCaptain”. 



Togetherthey have created twounique adventures 
combiningthe skills^ 
of mental and 
physical dexterity. 

And there are more to come' 

The presentation is visually 
exciting, and involves you 
totally in every action and 
reaction. 



Discover the LONE WOLFadventures "Flight 
From the Dark” and "Fire on the Water". Now, available 
individually in a special gift box, including a cassette and 
illustrated book for £8.95. (Software only £6.95 each.) 



reven 

have d iscovered amongst the smoki ng ru i ns of the 
monastery. s o ^ 


jpu—j You are about 
(to begin the most 
1 incredible adventure 
- of your life 


£wkai £a 

. MONASTERY 


R.S' 


We challenge you to defeat the 

DARKLORDS IN THE LASTLANDS 

LONtidVOLF 

Available from leading software stores. 

Dealer enquiries to Nick Ford, Arrow Publications, 
17-21 Conway Street, London W1P 6JD. Tel: 01-387 2811 









BACK IN THE USA 




MIKE GOLD probes 
the new regime at 
Atari. 


YOU KNOW, if Atari ever 
goes out of business, we 
micro-watchers won't have 
much to talk about. 

The 7800 video game unit 
promoted more yawns than 
sales, Lucasfilms' transition 
from The Force to The Chip 
proved to be in vain, and 
Warner Communications 
got sick of running a half¬ 
billion dollar loss. They sold 
the home division — every¬ 
thing but the arcade games 
and the mystical (and thus 
far mythical) AtariTel units 

— to JackTramiel. 

TRAMIEL-STYLE 

The deal is surprisingly 
simple: Warners virtually 
gave Tramiel Atari for a fist¬ 
ful of 1.0.U.s and stock op¬ 
tions. If Atari turns the corner 

— and it's one hell of a cor¬ 
ner — Warners will make 
some real money. If not, 
well, it was dying anyway. 

Tramiel was the founder of 
and the power behind Com¬ 
modore. He's sti ll the found- 
er, but earlier tl^Kvear he 
was unceremoniously 
dumped amid a slew^ 
rumours. Commodore wa^ 

— and is — extremely si 
cessful; the problems were 
of a more personal nature. 
Ostensibly, Tramiel warned 
to install his sons in /po 
tions of authority at/C6m- 
modore. 

To say Atari's new owner 
runs a tight ship is to imply 
there's some sort of chain of 
command. Atari now is the 
Tramiel family ship: Jack is 
the company's chairman, his 
son Sam is president, his son 
Leonard runs software de¬ 
velopment, and his son Gary 


jTasUJae-trrrenvTable task of 
collecting unpaid debts. 
Family arguments now have 
a direct bearing on unem¬ 
ployment lines. 

If the Tramiel family can 
save Atari, it is with the same 
know-how and practices that 
made Commodore a com¬ 
pany to beat. The formula is 
simple: low overheads, fore¬ 
ign production, low prices. 
Move everything overseas 
where labor is cheap and un¬ 
ions don't exist, and then 
buy the raw materials cheap¬ 
er than anybody else. 

They had to build a new 
type of revolving door the 
day Jack Tramiel arrived at 
Atari. He and his sons came 
in, and nearly everybody 
else was fired. 

Then they moved fast. 
Atari clamped a tight lid on 
information — a stunt that 
worked well for IBM. They 
killed or tried to kill as much 
advertising as they could, in¬ 
cluding the potentially lucra¬ 
tive television campaign 
Warners had in place during 
the summer Olympic games. 
They weren't entirely suc¬ 
cessful, but they had already 
maqev the decision to con- 
tir/ue ihe popular and suc- 
Vlan Alda ads for the 
) this expensive and 
✓aluable ^irtime was put to 
good use 


Tramiel fired the first two 
shots in his war against his 
former company. He im¬ 
mediately killed all Atarisoft 
games for the Commodore 
64, and he hired a bunch of 
his bright-guys from Com¬ 
modore. It's clear to see who 
Tramiel sees as the enemy. 

JackTramiel has a formid- 
abletask: Making room in an 
already crowded market. It's 
tough to beat IBM at the 
high-end, and the middle- 
ground is owned by Apple. 
Radio Shack/Tandy has a 
solid foothold in both fields. 
Commodore had a lock on 
the under £500 end of the 
market, but the CBM64 is 
seen as ancient and the Plus/ 
4 as something only a bit 
more interesting than Atari's 
7800. 


NEW BROOM 

The 2600 is a dinosaur 
staring at oblivion, but no¬ 
body's sure when the animal 
will die out. There are be¬ 
tween ten and 15 million 
2600s still in people's 
homes, but exactly how 
many of them are still being 
used is unknown. So what 
did JackTramiel buy? 

He bought the Atari name 
— still the most recognised 



\dam still is 
During the 
bco is liter¬ 
ally tryincjxto \give the 
machines awaVxTpe unit re¬ 
tails for $750 (butre sold for 
much less), and Coleco now 
is throwing in $100 worths 
free software. 

During the fall months, 
Coleco is offering "certain 
individuals" what amounts 
to $500 scholarships. These 
certain individuals must be 
under 18 years old, they 


must buy the Adam this fall, 
and they canYturn 18 until 
fall of 1985. Tna\ leaves one 
hell of a lot or people. 

If these kids entW college, 
they will receive a cnequefor 
$125 at / he end pf each 
school year they complete, 
xupto a maximum of $500. 

lere appears no truth xpS 
the rumour that, if the ffee 
software and free tuition 
help/campaigns fail, Coleco 
will/ begin ^hfi>iJ$-wrappirT 
$100 notpsTn each Adam bo 


name in the home computer 
field. He bought a large but 
dying market for 2600 soft¬ 
ware, and he bought the 
mildly successful 800XL. 
Separately, Tramiel bought 
a ton of disc drives, which he 
will use on the 800XL or on 
some new marvel. 

THE CHALLENGE 

So what is going to hap¬ 
pen? A few highly-educated 
guesses: 

(1) The 5200 is dead. War¬ 
ners killed the hardware; 
Tramiel will kill the software. 

(2) The 7800 might very well 
be stillborn. If it ever sees the 
light of day, it will be 
dumped in the fashion War¬ 
ners dumped the Atari 1200 
(which never made it to the 
U.K.). 

(3) Atari will continue to sell 
800XLs and make Atarisoft 
and 2600 software, at least 
for the time being. Tramiel 
has to keep the Atari name 
alive. 

(4) Stock will be dumped at 
bargain basement prices in 
an effort to bring cash into 
the company. The 2600 unit 
is expected to sell for around 
£30 by Christmas. 

SUPPOSING .. . 

(5) Something new and fan¬ 
tastic will be in the stores 
shortly after the first of the 
year. Lots of memory and 
bells and whistles — some¬ 
thing thatwill leave the Com¬ 
modore 64 in the dust. 

And what is Commodore 
doing? They just purchased 
Amiga Corporation, a small 
outfit that is producing a 32- 
bit micro described by the 
Wall Street Journal as 
"Macintosh-like" but for 
one-third the cost. 

Jack Tramiel wanted Ami¬ 
go. 

Atari-watching is more fun 
than ever. 































One person alone could go with 
Pitfall Harry into the Lost Caverns, 

You! _ ‘ 


lc (a»fr es 

' 


m fftr? 


Running on 

Commodore 64, Sinclair Spectrum & 
MSX System at your usual software store. 


Oh Harry. This time he's gone too far. 

Somewhere, buried deep in the lost caverns 
of Machu Pichu, Peru, lies the stolen and, of course, 
priceless Raj Diamond, along with a hoard of 
missing gold bars. 

Harry's little niece Rhonda and Quickdaw, her 
cowardly cat, are supposed to be with him, but they 
strayed away and are lost in the bowels of the caves. 

A wealthy university has asked him, while he's 
cleaning this mess up, to capture an elusive stone- 
age cave rat. 

What fun. 

He just has to avoid the occasional poisonous 

frog. 

Oh yes. And the wickedly clawed condors. 


The electric eels. And a very nasty line in thirsty 
vampire bats. 

So you can see Harry could do with some help. 

All you'll have to help you are your wits and 
some gas-filled balloons to bridge the wider chasms. 
And you'll be in for the game of your life. 

One thing puts Activision Software out on its 
own. The way you go on running it month after 
month. And Pitfall II is no exception. 


Lose yourself in the world of 



Activision Software is available at selected branches of: W.H. SMITH, BOOTS, RUMBELOWS, SPECTRUM and all good computer shops. 













monitor. 


Gives really superb reproduction and clarity. 


a vast range 

There’s something for everyone and for all interests.. V^thoua 


thought-provoking, amusing, entertain 1 ^ 


edi: 


pre-school and be^ at 


a 64 m 


Plus excellent sprite graphics naz 


the only thing the Commodore 64 doesn't ha* a 










































)tckrmj_paddles, 

lecontf 9 ames directly into your hands...they M .also improve both speed and accuracy. 





(business. 

To cover the essential office and business needs... 




haV* any serious competition. 


THE COMMODORE 64 COSTS JUST £229 (OR LESS). 

FOR FURTHER INFORMATION PLEASE TICK ONE, OR MORE, OF THE BOXES 
AND SEND TO: COMMODORE INFORMATION CENTRE, 1 HUNTERS ROAD, 
WELDON, CORBY, NORTHAMPTON NN17 1QX. TEL: CORBY (0536) 205252. 


COMMODORE 64 □ MONITOR □ CASSETTE UNIT □ 

PRINTERS, PRINTER PLOTTER □ DISK DRIVED SOFTWARE □ 

NAME 


ADDRESS 


___ 64 BIG 1184 

||| Qs. commodore 







































O REM WRITTEN FOR BI6-K BY NIGEL SHARP 
1 TEXT:GRAB:HIMEM £3400 


2 DATA 1,2,1,1,1,1,1,6,1,1,1,1,3,1,1,1 
,1,5,6 


3 RESTORE: FOR A=1 TO 10: READ N07. < A) , LEV. < 
A):NE X T 

90 POKE 618,10 

95 TI7.=2000 

96 LI7.=3 

97 GOSUB 2000 

99 RESTORE:FOR A=1 TO 20:READD:NEXT 

100 A=46856:REPEAT:READS:POKEA,B:A=A+1:U 
NTILB=99 

101 : 

102 : 

103 REM ************ U.D.G'S ****** 

104 : 

105 : 

110 DATA 0,0,0,0,0,63,59,4,0,0,15,20,36, 
63,63,0,O,0,48,40,36,63,61, 


140 DATA 0,62,62,62,62,62,54,8,0,31,31,3 
1,31,31,27,4,0,61,61,61,61, 


I 150 DATA 0,56,8,8,47,63,27,36,2,17,15,3, 
3,7,43,25,16,34,60,48,48,56 


160 DATAO,0,0,4,2,33,16,0,0,0,8,8,4,0,2, 
58,0,17,17,16,0,14,10,14,34 

,4,0,2,58,18 

170 DATA16,18,14,8,46,2,14,0,17,34,42,58 
,35,32,4,8,8,0,1O,10,40,0,1 

6,16,16,0 

180 DA I A 16,4,34,33,16,0,0,0,99 

181 : 

182 : 

183 REM ****** TRAFFIC STRINGS ***** 

184 ; 


200 FOR A=1 TH 8:READ VE*(A):NEXT 

210 DATA"abc " , "*ibc. " , qhi i i j , ghi i i i i j , "de f 
11 , "def ",kiiilm,kiiiii )m 

220 FOR A=1 TO 10:SPf<A)="":FOR B=1 TO A 
:SP*(A)-SPt(A)f" ":NEX I B, 


230 FOR A“1 TO 7: CO*<A>=CHR*(A):NEXT 
240 FOR A=1 TO 2:REPEAT 

250 fR*(A)«TR*<A> +C0* <RND(1)*7+1)+VE* <RN 
D <1)*4+1)+SP*(RND(1)*4+1) 

260 UNTIL LEN< TR*(A))>50 

270 NEXTA:FOR A=3 TO 4:REPEAT 

280 TR*<A)»TR*(A)+C0*(RND(1)*7+1)+VE* <RN 
D <1)*4+5)+SP*(RND(1> *4 +1) 

290 UNTIL LEN<TR*(A))>50 

300 NE X T: X7.=20: Y7.=25 

301 : 

302 : 

303 REM ********** SCREEN ********** 

304 : 


31 = 

316 

320 

A) , 

(TR 

321 


32= 
XV., 

33C 

331 

332 

333 

334 

335 

340 
: GO 


360 

X7.< 

370 

375 

EN5. 

380 

390 

i, y: 

400 

410 

,0 

420 
100 

430 

440 

450 

460 

470 

500 

510 



305 : 

310 POKE £26B,10:CLS:INK 7:POKE 48040,8 


520 ; 
* (R 7 


i 

-V 7 


120 DATA 0,0,3,5,9,31,23,8 
3,63 


190 


FOR A— 1 TO 4: READ Y7. (A) : NEXT: DATA 9, 































f 315 PLOT 1,0,"TINE:"sPLOT 0,1,CHRt(2)+"n 
■ o no no" 

f 316 PLOT 0,2,CHRt(2) + "no no no" 

I 320 FOR A—1 TO 4 s PLOT 1 , Y7. < A) ,LEFT*< TRt < 
A) ,38) : PLOT 1 , Y7. (A) + 1 ,LEFTS 

(TRt(A),38) 

[ 321 At-" 

[ 322 PLOT 1,25,At!PLOT 1,26,At 

325 IF ZZ7. THEN PLOT 0X7.,0Y7.," " s PLOT 0 

• X7.,0Y7.U," ZZ7.=0 

330 NEXTsDOKE £276, TI7.; At=KEYt 

| 331': 

| 332 : 

l 333 REM ******** MAIN LOOP ******** 

| 334 s 

I 335 : 

[ 340 REPEAT : KEt-KEYt: IF KES=" " THEN KE7.=0 

, :GOTO 390 

| 350 0X7.=X7.: 0Y7.=Y7.: KE7.=ASC (KEt) 

[ 360 X7.= X7.+ (KE7.=8 AND X7.>1) *2 -<KE7.=9 AND 

[ X7.< 37) *2 

I 370 Y7.=Y7.+ < KEY.-11) *4.(KE7.= 10 ANDY7.< 25) *4 

[ 375 IFSCRN < X7., Y7.) >32GRSCRN (X7.+1 , Y7.) >32TH 

I EN560 

I 380 PLOT 0X7., 0Y7.," "sPLOT 0X7., 0Y7.+ 1 , " 

I 390 PLOT X7. 1 , Y7.+ .1 , CHRt (2) + " no " : PLOT X7.-- 

I 1, Y7., CHRt < 2) +■" n o " 

I 400 IF Y7.=5 THEN 1000 

| 410 IF KE7.C12 AND KE7.>7 THEN SOUND 1,100 

t ,0 


A GOTO 540 

530 LE7.*LEN ( I Rt (R7.) ).2: TRt (R7.) -RIGI-ITS (T R 

t < R7.) , 2) +L..EF Ft (TRt (R7.) , LE7.) 

540 PLOT 1 , Y7. < R7.) , LEFTS < TRt (R7.) , 38) : PL OT 
1 , Y7. (R7.) t 1 , LEFTS (TRt < R7.) , 3 

8) 

550 IF DEEK (£276) < T I 7. THEN PLOT 6,0,STR 
t ( I NT (DEEK (£276) / 100) ) -f " *' 

555 PLOT 0,0,4s PLOT 6,0,4 

560 G17.=SCRN ( X 7., V 7.) ; S27.-SCRN ( X 7.1 , y 7 .) 

570 UNTIL (S17.< >1 1OANDS17.< >32) OR (S27.< >32A 
NDS27.C > 111 ) ORDEEK (£276) >T 17. 

575 ; 

580 : 

585 REM *********** SPLAT! ********* 

590 : 

595 : 

600 X7.==X7. - 3: At*CHRt<8> I CHRt (1) 

6.1.0 PLOT 0X7., 0Y7.," "sPLOT 0X7., 0Y7.+.1 , " 

620 PLOT X7., Y7., At+"pqrs"+CHRS < 10) : PLOT X 
7., Y7.+1 , At+ " tuvw" i-CHRt (10) 

630 PLAY O, 1,0,1.000s FOR A=31 TO 0 STEP 
1 

640 SOUND 4,A,Os NEXT 

650 L17.=L 17..Is IF LI7.=0 THEN WAIT 200 s RUN 

670 PLOT 4*L 17.+1,1," " s PLOT L17.*4+1,2, " 

" : X7.=20s Y7.=25s 177.= 1 s GOTO 

320 

680 : 

690 : 


1050 PLOT 10,0 , " SCORE: " > STRt (SC7.) : PLOT 1 
6,0,4 

1060 T I7.=TI7. 100 

1070 OXX7.s 0Y7.--Y7.S X7.-20: Y7.=25 

1080 ZZ7.=i : GOTO 320 

1090 : 

1091 : 

1092 REM *********** TUNE ************ 

1093 s 

1094 : 

2000 RESTORE:FOR A«1 TO 217s READ Dt:NEXT 
A 

2005 FOR A=1 TO 37 

2010 READ N17.,N27.,0C7. 

2020 IF N17. THEN MUSIC 1,4,N17.,0 
2025 MUSIC 2,0C7.,N27.,0 

2030 IF N17. THEN PLAY 3,0,1,1000 ELSE PL 
AY 2,0,1,1000 

2040 WATT 10s NEXT:RETURN 

2050 DATA 5,i;1,1,5,1,1,8,1,1,5,1,5,1,1, 

1.5.1.1.8.1.1.5.1 

2060 DATA 6,1,1,6,5,1,5,12,0,5,3,1,3,10, 
0,0,1 , 1 , 0 , 5 , 1 , 0 , 1 , 1 ,. 6 , 1 , 1 , 6 

,5,1 

2070 DATA 5,12,0,5,3,1,3,10,0,0,1,1,0,5, 
1,0,1,1,8,10,0,8,1,1,6,5,1, 

6.1.1 

2080 DATA 5,10,0,5,1,1,3,12,0,3,3,1,1,1, 
1,0,5,1 ,0,8,1 ,0,5 , 1 , O', 1 , 1 


420 IF KE7.C 12 AND KE7.>7 THEN PLAY 1,0,1, 
100 


700 REM ********* OTHER SIDE ****** 



[\Lb>ili w ^uA 


WMF* 


430 : 

440 : 

450 REM ******** MOVE TRAFFIC ****** 

460 : 

g 470 : 

:■ 500 R%«INT (RND (1 ) *4) U 

\ 510 1F\R7. >2 THEN 530 

520 l. f. 7.-1 FN (TRt <R7.) ) -2: TRt <R7. > »RIGH T t (TR 
S(R7H U EFTS (TRt (R7.) ,2) 


710 a 
720 s 

1000 PLAY 1,0,1,5000 

1005 SC7.=SC7. i DEEK (£276) / 100 

10.10 FORA= 1 TO 10: MUSIC1,3, N07. (A) , 0: PLAY 1 , 
0,1, LE7. < A) *500: WAI TL.E7. (A) *7 


This toad's really in a 
hole. You could say he's 
in a jam — a traffic jam. 
Careful as you go as you 
help this middle of the 
road toad hop, skip and 
jump his way safely to the 
other side. 

by Nigel Sharp 


TURNPIKE TOAD for Oric 


























Hill MA MacGibbon 



Qame& to Atnetcft the mind - 

SOFTWARE THAT SETS NEW STANDARDS IN ENTERTAINMENT 


This is just half of our exciting range 
of games to be found on most leading 
retailers' shelves, and in our superb 
FREE 16 page colour catalogue for 
home micro users. 


For your personal copy see your local 
retailer or send a S.A.E. to: 


MacGibbon 


_Qam«d with a littte bit mone—— 


site 

for the sun god 


Hill MacGibbon Ltd, 92 Fleet Street, London EC4 


SSm 

















































































Storm Warrior. 

He needs no allies, his strength and agility will prove him worthy of the 
name - Storm warrior'. 


Storm Warrior is a 12 screen, all machine code, fast moving graphics 
adventure using 58K of RAM. it features 5 levels of play, full playing 
demo mode on the first four screens, game freeze facility and a fast 
loading system. 


Commodore 64 Tape £7.95 Disk £9.95 (including VAT.) 

The White Viper. 

A great graphics adventure in the land of Demons. Coming soon. 
Commodore 64 Tape £7.95 Disk £9.95 (including vat.) 

Dead City Rescue. 

The mind blowing, fast loading, 100 screen graphics adventure 
featuring 5 different speeds of scrolling to give an incredible depth of 
perspective. Mentally stimulating, strategy packed, visually stunning! 
Commodore 64 Tape £7.95 Disk £9.95 (including vat.) 















Snoxvm 


LtSAoJ 

Aisles 


A CAM E OF STRATECYTHAT Wl LLTESf 
YOUR MINDTOTHE LIMIT! 


COMMODORE 64 
liirbo load £795 each 


The Evil Castle Lord has 
trapped the members of the 
brotherhood in his castle. 
Only you,the Grand Master, 
can rescue them, but to do 
this you must vault the 
castle walls and unlocktheir 
cells... 


All titles available from Quicksilva Mail Order, PO Box6,Wimborne Dorset BA217PY.Tel (0202) 891744 

























ON THE THAI 


THE BOUNTY H 

IT'S A DOG’S LIFE 


In the future of this 
galaxy few jobs are consi¬ 
dered more dirty or de¬ 
spicable than bounty 
hunting. The dregs of cri¬ 
minal society, however, 
have to be caught and the 
task has fallen to the 
Strontium Dogs, mutant 
outcasts from 'normal' 
society. Johnny Alpha is 
the best there is. STEVE 
MacMAIMUS examines 
the background of this re¬ 
markable man. 

Time was when a criminal could 
commit various acts of evil and 
hide forever in an expanding 
galaxy. That was before the 
coming of the Strontium Dogs 
— bounty hunters of the 22nd 
Century. 

Strontium Dogs have to be 
good because, in their job, only 
the best survive. Every fugitive 
from justice fears their shadow, 
none more so than the one cast 
by the man they call Johnny 
Alpha. To most he is a cold- 
hearted killer, a freak with a 
reputation of always bringing 
back his bounty, dead or alive. In 
truth he is just a man doing his 
job, one forced on him by cruel 
fate and the mutating effects of 
Strontium 90. 

The Johnny Alpha story be¬ 
gins in 2150 A.D., just after the 
Great War on Earth. Strontium 
90, a radioactive isotope pre¬ 
sent in nuclear fallout had 
'warped' or mutated large sec¬ 
tions of the populace. Inwardly 
they were the same as other 
people but their physical muta¬ 
tions attracted widespread 
loathing and disgust. They 
quickly became targets for 
hatred and prejudice. 

One Nelson Bunker Kreelman 
fuelled the gathering anti¬ 
mutant feeling by passing a 
series of laws designed to de¬ 
grade and harass the fallout vic¬ 
tims. But Strontium 90 knew no 
politics and Kreelman's bigotry 
secretly rebounded on him when 
he discovered that his own son 
was a mutant. 

The boy's name was Johnny. 
In appearance he looked com¬ 
pletely normal — except for his 
eyes. They could emit Alpha 
Rays enabling him to see 


IN THE BEGINNING there was 
2000 AD, and its creation, 
anti-hero called Johnny Alpha . And wise men\ 
far away studied the character and said toj 
themselves: 


cult comic 


mean 'n mood 


Herewith the raw material for an 


acey-doocey computer game! 


through solid objects and, it 
was said, lay bare a man's soul. 

When Johnny's mutation was 
discovered his father had him 
imprisoned, but at the age of 
twelve Johnny escaped and 
joined the newly created 
Mutant Army, established to 
fight for mutants' rights across 
Britain. 

By now, Kreelman had ban¬ 
ned mutants from all forms of 
employment and any areas in¬ 
habited by the normals. In re¬ 
taliation, the Mutant Army 
stormed the British Parliament. 
Although they achieved initial 
success Kreelman's forces soon 
overcame them and Johnny, 
along with his fellow mutant 
leaders, was sentenced to 
death. 

However, escape soon fol¬ 
lowed and Kreelman was forced 
to resign under threat of disclo¬ 
sure that one of the mutant 
generals was his own son. 

A swift settlement of the war 
followed and, in return for 
amnesty, the generals agreed to 
leave Earth for good. Many of 
their loyal troops chose to fol¬ 
low them into exile; some to 
settle on other planets, others 
to lose themselves in the end¬ 
lessness of space. 

A few of the toughest joined a 
new agency set up by the Galac¬ 
tic Crime Commission. The job 
was one the norms would not 
touch — working as Search/ 
Destroy agents hunting the 
scum of the galaxy. Soon people 
had a new name for the mutant 
agents — Strontium Dogs. To 
have one on your trail means 
certain capture, even death if he 
is holding a termination war¬ 
rant. 

Johnny Alpha was one of the 
first to join the agency but pre¬ 
fers to spend most of his time in 
the field, trusting only his awe¬ 
some array of weapons, his 
norm partner Wulf and their 
travelling companion, the 
highly-strung Gronk. 

Johnny Alpha and his com¬ 
panions have undertaken many 
weird assignments, like a jour¬ 
ney into Hell itself. But, for a 
man whose life has been spent 
fighting the twin evils of hatred 
and ignorance, a duel with Old 
Nick was probably . . . just 
routine. 
























ON THE TRAIL 01 
THE BOONTY HUNTER 



M S R KELEEEE i CUICKSIEVft tTR 
HBRE EVLES EKTCfiS BV S R E 




The story of Strontium Dog — 
the computer game — begins in 
that remote corner of the galaxy 
known to all as Southampton. 
To be truly accurate it begins in a 
remote corner of Southampton 
known to some as the offices of 
Quicksilva, the self-styled Game 
Lords. Here, in a remote corner 
of the offices. Creative Design 
Executive Mark Eyles (and a few 
others, who wish to remain 
nameless) sat reading their 
weekly intake of thrill-power, 
2000 AD. 

For sometime Mark had cons¬ 
idered the many fantastic char¬ 
acters that appear in 2000 AD as 
prime material to base a compu¬ 
ter game round, it was just a 
matter of choosing the best. 
First choice was Judge Dredd, 
the comic's top character and 
favourite with the readers (or 
Earthlets) almost since the very 
first issue. Unfortunately, 
powerful money moguls in a 
land far away, which we'll call 
America, had already got most 
of the Judge Dredd merchandis¬ 
ing tied up. Second choice was 
Strontium Dog , coincidentally 
the second most popular char¬ 
acter with readers and one of the 
longest surviving 2000 AD 
series. 

With the decision to go with 
Strontium Dog agreed on by all 
at Quicksilva, Mark then con¬ 
tacted the editorial staff of 2000 
AD with some rough ideas to 
gauge their reaction. This 
proved positive and, with the 
official go-ahead given by 2000 
AD's publishers, IPC Magazines, 
Mark began work on a basic con¬ 
cept for the game. "We wanted 
something that would suit the 
character and be fun to play," he 
told BIG K's roving reporter. 
Eventually a working concept 
for Strontium Dog and the Death 
Gauntlet was ready. 

THE GAME 

Strontium Dog Johnny Alpha is 


heading for a planet full of re¬ 
negades. On the way his ship is 
attacked by the Stix Brothers; 
Strontium Dogsthemselves, but 
devoid of morals or scruples. 
Alpha's ship is shot down but he 
escapes in an escape pod and 
crash lands on the planet's sur¬ 
face. His partner Wulf and their 
companion the Gronk are wait¬ 
ing for him in the city on the 
other side of the planet which 
means Johnny must cross the 
hostile landscape, running the 
gauntlet of the hoards of hostile 
renegades all out to get him be¬ 
cause he is a Search/Destroy 
agent ... a Strontium Dog. The 
game covers this deadly journey 
through areas of desert, moun¬ 
tains and eventually the city. 

ENTER THE MAESTRO 

Steve Kellett is 17 years old, a 
university undergraduate, and 
knows all there is to know about 
programming Commodore mic¬ 
ros. He would be a candidate for 
the archetypal 'whiz-kid' tag if 
notfor a few points: He is incred¬ 
ibly self-confident, hyper-critical 
of fellow programmers' efforts 
and well into heavy metal music. 

In fact, Steve could be looked 
on asthe product of a whole new 
'generation' of young program¬ 
mers — those who have come 
into the field heavily influenced 
by the 'pioneers' of the genre. 
Steve's hero is Jeff Minter, who 
he credits for his ability to pro¬ 
duce top quality sound into his 
games. 

"If it hadn't been for Jeff I 
wouldn't have been able to 
program good sound," Steve 
told BIG K. "I asked him at a 
computer show how to do good 
sound and he told me to use 
variables and showed me the 
techniques he'd used on Grid 
Runner. I went home and 
churned out about ten new 
sound effects of my own. These 
were the ones I took to the Com¬ 
modore User Show earlier this 


year to show Paul Cooper of 
Quicksilva, who was very im¬ 
pressed and told me to keep in 
touch." 

Those sound effects plus 
some sample work Steve had 
done for Ocean and another 
game completed in just two 
weeks was sufficient proof to 
Quicksilva he could handle 
games programming for them 
and, ultimately, got him the 
Strontium Dog assignment. 

DIGITISING THE DOG 

Work actually started on Stron¬ 
tium Dog and the Death Gaunt¬ 
let at the beginning of August. 
Steve needed about a week to 
really get into the idea of the 
game. About a day was spent 
thinking about the scrolling 
routine. "I started on the scroll¬ 
ing about 3.00 pm one Friday, 
phoned Mark at 5.00 pm to say I 
couldn't do it, then had it work¬ 
ing by 7.00 pm! If I can't do 
something I write it down." To 
prove his point reams of paper 
were produced covered in fi¬ 
gures. 

Animation of the Strontium 
Dog figure was especially com¬ 
plex. Twelve animation steps 
were used for walking, another 
twelve for running, seven for 
when he falls down, five when 
he gets up and a further eight 
while he's on the ground strug- 


"There's 50K of game, 42K in 
reality. That may seem ineffi¬ 
cient to some people but I use a 
lot of memory on graphics, title 
pages, etc." 

By the end of August the game 
was up and running and just 
needed the finishing touches 
added, including the sound — 
Steve's speciality. 

Next to sound, playability 
comes high on Steve Kellett's 
priority list. "I regard myself as a 
very good games player. I get 
good very quickly on games I 
really like. Minter's Sheep in 
Space , for example. I played that 
for two weeks and could get 
over a million. Any of Jeff's 
games I find easy. However, 
Quicksilva's Boogaboo (The 
Flea) I cannot beat, but it's good. 

I like 'cute' games." 

A.D.—AFTER THE DOG 

His work on the Strontium Dog 
over Steve returns to college 
where he'll continue to ". . . slap 
ideas down on paper" until he 
gets home at Christmas and 
back to his computer (he doesn't 
have access to one at college). 

Steve has definite plans to 
stay with a career in program¬ 
ming when he graduates and 
has lots of ideas of his own. "But 
nobody wants zap 'em up 
games," he complains. "I love 
them and think there's still lots 



Steve pointed. 
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STRONTIUM DOG— THE KILLING 


Meanwhile, in the place cal¬ 
led Preston, strange but 
similar ideas were floating 
through the mind of John 
Williams, managing director 
of Channel 8 Software. 

Like Mark Eyles, John is an 
avid fan of 2000 AD. He too 
could see the potential in 
some of the characters for 
computer games. But it 
wasn't until an idea for a new 
space game came his way 
that things began to move. 
"The game was good," John 
told BIG K, "but it lacked a 
theme and a direction." He 
didn't have to go far to find 
both. Strontium Dog was 
considered to be ideal but 
John also took it a stage 
further. Instead of basing an 
original game round the 
character of Strontium Dog , 
like Quicksilva, John decided 
to use the theme and ele¬ 
ments of an actual episode 
of Strontium Dog that had 
appeared in 2000 AD. 

The unenviable job of 
transferring an existing story 
onto the computer screen 
was given to Paul Har- 


mmmmmmmmmmmmmmmuam 

greaves, who lives in Ley- 
land, near Preston. At 15, 
Paul is already a program¬ 
mer of some experience with 
his first game, Borzak, 
already out from Channel 8 
Software. 

Work began on the game 
in April and continued 
through till August. Paul 
worked on evenings during 
term time (after homework, 
of course!) and weekends. 
During school holidays he 
was able to work in Channel 
8's offices. 

THE GAME 

On a planet in the very centre 
of the Milky Way the cruel 
Despots of Zed perpetuate 
an age-old ritual known 
simply as The Killing. Each 
year participants from all 
over the galaxy gather to 
take part. The objects is sim¬ 
ple: to kill every other partici¬ 
pant. The sole survivor is in 
line for vast riches. The ritual 
takes place in a city which is 
cleared to become a vast kill- 


ina around. 
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Participants 


articipants in The Killing 


are nearly all murderers and 
criminals with bounties on 
their heads — which natural¬ 
ly attracts bounty hunter 
Johnny Alpha. His reason for 
taking part is to catch — dead 
or alive — as many of the 
criminals as possible and 
collect the bounty on each. 
His weapons: his trusty blas¬ 
ter and electro-flares. 

Paul's visualisation is 
accurate and superbly de¬ 
tailed. It incorporates many 
scenes from the actual 2000 
AD story plus some very 
flashy screen routines. 

By late August the game 
was finished and both John 
and Paul travelled down to 
London to show the game to 
IPC Magazines, the copyr¬ 
ight owners and — it should 
be said — also the publishers 
of a certain computer maga¬ 
zine that you are reading at 
this moment! 

BIG K's expertise (ahem) 
was called in for evaluating 
the quality of the game and 
the magazine's computer 
room was quickly pressed 
into service for a 'screening' 


of Channel 8's production. It 
was soon evident, from the 
graphics alone, that the com¬ 
pany was onto a winner. 
Some of Tharg's droids were 
summoned from the nearby 
Command Module to add 
their enthusiastic approval 
of the game. BIG K was able 
to assure IPC Magazines that 
their character was in good 
hands. 

But how to market the new 
game? Quicksilva had just 
pipped Channel 8 to the post 
in acquiring the licence to 
Strontium Dog and already 
had their own game well into 
development. At BIG K'S 
urging, John quickly got in 
touch with Quicksilva to see 
if some compromise could 
be reached. 

About a week later the two 
companies met. It was clear 
to both sides that they each 
had a good product and that 
they should co-operate. 
Quicksilva agreed to take on 
the marketing of both 
games, with full credit being 
given to Channel 8 and Paul 
Hargreaves on Strontium 


Johnny Alpha blasts his way through a 
deadly lazer schoot-up. Actual screen 
scenes from THE KILLING. 






























































Dog and the Killing. Channel 
8, in return, would provide 
technical and information 
back-up on its game. The 
deal worked out well. It 
meant that the top two mic¬ 
ros would be covered by 
Strontium Dog games: Com¬ 
modore 64 (The Death 
Gauntlet) and Spectrum 48K 
(The Killing). 

THE QUIET ACHIEVER 

Paul Hargreaves is quiet, un¬ 
assuming and very talented. 
Like Steve Kellett he is one of 
the 'new breed' of program¬ 
mers; self-confident, self- 
taught and free from the con¬ 
straining influences of the 
arcade video games. An in¬ 
fluence that produced so 
many derivative games in 
the 'early days' of computer 
gaming. Like Steve is to the 
Commodore 64, Paul is a 
loyal Spectrum man. 

He began programming 
about two years ago on a 
ZX81 which he bought. . 
"only to learn on," and dis¬ 
carded after a month when 
he got his first Spectrum. 
"I'd always intended to get a 
Spectrum right from the 
start," he told BIG K. 

He has no one he particu¬ 
larly admires for their prog¬ 
ramming but has a favourite 
software company in Ulti¬ 
mate. "I particularly like 
Sabre Wolf at the moment," 
he said. 

Paul considers graphics to 
be the most important part 
of any gameand developsall 


his own routines — some 


very impressive ones are on 
display in The Killing. 

With some years of educa¬ 
tion still ahead of him Paul 
isn'tthinking too much atthe 
moment about continuing a 
career in games program¬ 
ming. At the moment he's 
working on developing his 
machine code techniques 
(The Killing was written in 
BASIC and then compiled) 
for his next game. 

Strontium Dog and The 
Killing is a start that prom¬ 
ises great things from Paul. 
Current 'superstars' would 
do well to keep one eye on 
him at all times! 


t&..C/M. .Wll MY NAME'S BURT. I USED 
TO WORK FOR TUB MIGHTY ONE-. C/M. 
THARG..THE EDITOR OF. .£R. .THE GALAXY'S 
GREATEST COMIC. I WAS HIS.. ER.. LOYAL 
RIGHT HAND DROID UNTIL 1 HAD THIS.. 
C/M. . PROBLEM. NOW THG NICB.. £& . . 
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IN THE mid-70's Earth was 
a pretty dull place. Unbek¬ 
nownst to the comic-buy¬ 
ing public of that time a 
deadly parasite was at work. 

Then, early in 1977, a 
spacecraft from the star 
system of Betelgeuse land¬ 
ed on London's South 
Bank. It contained an awe¬ 
some being — the Mighty 
Tharg. Tharg had but one 
mission: to bring Thrill- 
power to Earth comics. 

This he accomplished in 
one bold stroke by produc¬ 
ing 2000 AD; a comic so 
new, so innovative that it 
shattered all previous con¬ 
ceptions of what comics 
should be like. It contained 
characters, sights, experi¬ 
ences and situations that 
human minds could barely 
cope with. It was Thrill- 
power personified! 

Young natives of Earth, or 
'Earthlets'asTharg dubbed 
them, flocked to the new 
publication, revelling in ev¬ 
ery picture and every word. 
An army of droids and 
robots had been created by 
Tharg specifically to pro¬ 
duce all the strips in 2000 
AD. One character, Judge 
Dredd f grim lawman of the 
22nd Century, was an in¬ 


stant mega-hit. Many 
others followed: M.A.C.H. 
One , The Harlem Heroes , 
Old One Eye , the hag dino¬ 
saur, the list went on. 

As the years passed 2000 
AD grew in stature. Young 
Earthlets continued to dis¬ 
cover it while early readers 
stayed loyal to the Mighty 
Tharg as they grew older. 
For the first time ever a 
comic appealed to young 
and old alike. 

Tharg became a figure of 
great authority and power. 
Betelgeusian phrases 
worked their way into the 
English language: Borag 
Thungg — Galactic greet¬ 
ings; Zarjaz — Fantastic; 
Scrotnig —Thrill-powered; 
Splundig vur Thrigg — 
Farewell. 

In 1978 a spin-off comic 
was produced called Star 
Lord. It didn't last very long 
but from it came two series 
that rapidly became 2000 
AD hits; Ro-Bustersan6 . . . 
Strontium Dog. 

The adventures of the 
mutant bounty hunter soon 
came second only to Judge 
Dredd in popularity. Much 
of this can be put down to 
the Mighty Tharg's efforts 
in keeping the same 






talented creative team on 
the series from then to 
now: script robots John 
Wagner and Alan Grant 
and art robot Carlos Ez- 
querra (who drew this 
issue's cover and the pack 
art for both games). 

Times continued to 
move on bringing more 
classic series to 2000 AD: 
Robo-Hunter, Ace Trucking 
Co. f Meltdown Man , A.B.C. 
Warriors, Nemesis , Rogue 
Trooper, D.R. & Quinch. 

In 1984 2000 AD has pas¬ 
sed its 400th issue, its 
popularity greater than 
ever. Earthlets from eight 
to eighty read and enjoy it 
every week. There are 2000 
AD societies on college 
campuses all over the 
country. Rock groups The 
Human League and Mad¬ 
ness are acknowledged 
fans. Tharg's creations 
have spawned books, 
badges, T-shirts and 
games (computer and non¬ 
computer variety). 

Oh, yes, and that deadly 
parasite that was at work in 
1977 can still be found. It's 
called a Thrill-Sucker and 
I . . er. . um . . had some¬ 
thing to do with . . er. . it. 
But that's another story. 
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Johnny Alpha fronts the action on these 
cover reproductions of 2000 AD. 











































































Tandy Cuts The Cost of Business Efficiency! 


2-Drive £ 
Model 4 Portable 


New Low Price 

999 


Previous Price £1303.48 


New Low Price 


Model 4 £ 
2-Drive 


999 


Previous Price £1129.00 
New Low Price 

Model4 £Q ^ E 

1-Drive J V 


Previous Price £999.00 


dly 
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...Model 4 Desktop or Portable, 
Tops on Price and Performance! 


Tandy Model 4 and Model 4P Microcomputers are designed for the 
professionals, educators, home computer users and busy managers. Their 
software flexiblity means that almost any task at hand can be performed:- 
word processing, accounting, forecasting, programming, graphic 
presentations and much more. Both models run all Model III TRSDOS 
programs and are compatible with LDOS™ and now also the CP/M Plus™ 
operating system making available a huge, ready-to-run software library. Both 
expand easily to meet your growing computing needs. 

Tandy Model 4P features a 64K memory as standard and 128K option ideal 
for tackling large workloads. The new TRSDOS 6 operating system also lets 
you use extra memory as a superfast disk drive. The 4P is easy to carry and 
small enough to stow in overhead luggage racks on planes, trains, buses or in 

the boot of the car. 25-1080 . £999.00 Exc. VAT 

Tandy Model 4 two disk drive desktop model provides 368K of disk storage 
(184K each drive) and has an optional RS-232C Serial Interface for 
communications. It comes complete with Microsoft Disk* BASIC and 
TRSDOS 6 operating system, an owner’s manual, reference card, 
programming manual and an introduction to start you computing 
immediately. 

64K 2-Disk. 26-1069 £999.00 Exc. VAT 

64K 1-Disk. 26-1068 £849.00 Exc. VAT 


Take A Look At Tandy, 
Today 

Visit your local store or dealer and 
ask about our expanding range 
microcomputers and software 
- we service what we sell! 


Yellow Pages For Address 
Of Store Nearest You 


Take The “Transportable ’’ Model 4P With You, 
It Weighs Only 26 Pounds! 


Available at all Tandy Computer Centres and 
at Tandy stores and participating dealers 
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[COMPUTER centre j 


i Send For Further Information to: 

Computer Marketing, Tandy Corporation (Branch UK), 
Tameway Tower, Bridge Street, Walsall, 

West Midlands. WS1 1LA. Tel: 0922-648181 

Name . 




Address 
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COULD THIS BE YOUR 
PROGRAM? 



Is your program good enough to fill 
this spot? 

Will your game be the next No. 1 hit? 

Are you looking for worldwide 
marketing and top royalties? 

Are you writing for leading computers 
such as Spectrum, CMB-64, Vic 20, ZX81, 
Amstrad, BBC etc? 


Answer yes to any of these questions 
and we would like to hear from you. 

Send your program on tape together 
with full instructions for fast evaluation. Be 
sure to include computer type, memory, 
peripherals used and your name, address 
and telephone number. 




SOFTWARE 


R&R Software Ltd. 5 Russell Street Gloucester GL1 1NE 

Tel (0452) 502819 
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The SWAG-man’s oh the job to burgle 
the millionaire’s mansion. It’s full of 
beautiful, valudi^e SWAG ready for 
nicking! Unfortunately, he’s gate¬ 
crashed a fancy dress party c^d the 
guests are in pursuit. 

Help him through the seemingly 
never ending maze of rooms to 
collect the SWAG and find the 
WAY OUT! ;|P?akL 


ArccSd^standard, 100% machine code, 
amazingly sftjjkffi high resolution 
graphics, indjfcjible sound effects, the 
totally addictive concept. 


SWAG is available now! On high speed loading 
Cassette or Disc from all good software outlets or direct 

























OF OUR TIME^ 


We're not going to join those old fogies who 
constantly tell you that too much computer 
game playing can turn you into a mindless 
green zombie with purple boils. No, but we do 
say that some very real health hazards do exist 
in gaming if you don't take care. JOHN CON¬ 
QUEST, wounded in the line of BIG K reviewing 
duty, diagnoses the dreaded Video Wrist. . . 


A while ago I started noticing a 
slight ache in my wrist, a tender 
sensation at the base of the 
thumb and an occasional 
twinge of real pain. I worried ab¬ 
out it off and on for a week or 
two while it got steadily, 
though not cripplingly, worse 
until one day I jerked my wrist 
rather suddenly and, man, it ex¬ 
ploded! Really agonising. 
White-lipped and trembling I 
staggered to my local health 
centre (Drs White, Lipped and 
Trembling), where I discovered 
that I had De Quervain # s Dis¬ 
ease, otherwise known as teno- 
vaginitis, otherwise known as 
Video Wrist. 

Actually Video Wrist is only 
one manifestation of tenovagi- 
nitis, as it's also fairly common 
among DIYers — from pro¬ 
longed sawing, hammering and 
screwdriving — sportspeople, 
especially windsurfers, and 
mothers without washing 
machines, from wringing out 
nappies. It's an inflammation of 
any tendon sheath, most com¬ 
monly in the wrist and hands, 
from over-use in repetitive 
movements. 

Its big brother, tenosyvanitis , 
excessive-use injury, is prob¬ 
ably not going to crop up much 
among computer folk. Video 
Wrist is a matter of repeated 
mild irritations of the tendon 
running over the radial styloid, 
involving the muscles that 
move the thumb, the abductor 
pollicis longus and the extensor 
pollicis brevis. Rotate your 
thumb and you'll see these guys 
in action. When you work a joys¬ 
tick, particularly one with hand¬ 
le and fire control, you put all 
this stuff under tension for ex¬ 


tended periods, subjecting it to 
tiny traumatic movements and 
stresses. Do this enough and 
you'll have Video Wrist. 

Curing it is pretty straightfor¬ 
ward. There's a whole range of 
those non-steroidal, anti¬ 
inflammatory agents — glor¬ 
ified aspirins — which are about 
the most investigated group of 
medicines around. Just as well 
because they all have side 
effects which your doctor 
should make you fully aware of. 
Oh, and you have to stop using a 
joystick for a week or two. Well, 
you didn't expect the cure to be 
easy, did you? If I'd left my prob¬ 
lem much longer, or hadn't re¬ 
sponded to the pills, then the 
next step would have been an 
injection of cortisone under 
anaesthetic directly into the 
tendon sheath. Things would 
have got a lot worse before they 
got better, with at least 24 hours 
of pretty nasty pain, but results 
are pretty well guaranteed. This 
is a very heavy duty solution, 
though. 

So there you have it — how I 
caught Video Wrist and lived to 
tell the tale. Not the deadliest 
disease going, but unpleasant 
enough. If you get any of the 
symptoms — aches, twinges or 
whatever down where the 
thumb runs into the wrist — it 
really is a good idea to get it 
sorted out right away because it 
won't disappear of its own 
accord; not unless you manage 
to immobilise your wrist com¬ 
pletely for a week or two, which 
hardly sounds practical. And if 
you do leave it, it'll only get 
worse and the treatment could 
end up being very painful. 
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Listen , is it just me? Do I have some kind of elec¬ 
tronic jinx? Am I computer-unfriendly? This here is 
an appeal to BIG K readers to tell me that I'm not 
alone in having a pile of non-functioning electronic 
junk. Hear my story (it's sad but true) and then let 
us have yours. 


Easily the most expensive of my 
write-offs is a CBS Colecovision. 
How I loved that machine and 
it's well possible that I loved it to 
death. Last Christmas I took it to 
a festive house party, every 
member of which became a total 
all-out Ladybug addict. I mean, 
that machine was running at 12- 
hour stretches day after day 
(well, it got dark early, didn't it?). 
It took another terrible hammer¬ 
ing when Baseball came out and 
in between was being regularly 
thrashed. Now it doesn't want to 
know. After half an hour or so it 
gets tired and despondent, the 
screen starts jumping, the col¬ 
ours go weird, the controls 
won't respond and it's time to 
switch off. For all practical pur¬ 
poses, it's been totalled. 

Pretty much the same thing, 
happenedtoan Intellivision con¬ 
sole that several people played 
far too much Advanced 
Dungeons & Dragons on. Neith¬ 
er machines' internal ventilation 
was up to that kind of use and 
something inside overheated 
and warped. I'm not being de¬ 
liberately vague; somebody 
who actually knows about these 
things went over both of them 
and failed to identify exactly 
where the problems were. 
That's the trouble with this stuff; 
a chip that doesn't work looks 
exactly the same as one that 
does and if it's on the blink, 
rather than stone dead testing 
won't necessarily point the fin¬ 
ger at the right culprit. 

Moving along the catacomb 
we come to an Atari 410 Prog¬ 
ram Recorder. This little bastard 
avoided detection for some time 
because for a while I assumed 
that the glitch lay in Atari's 
notoriously unreliable cassette 
interface. But, as usual, the 
800XL was blameless. When the 
guilty party was finally identi¬ 
fied, I again assumed that we 
were looking at slipped 
recording/playback heads. Not 
so. As I managed to persuade 
Atari to replace it with a 1010 
recorder, I never found out what 
the actual problem was, or 
whether it was fixable. 

Normally I wouldn't take any 
particular notice of totalled joys¬ 
ticks. In my experience they are 
like unto the flowers of spring¬ 
time, doomed to blossom for a 
certain season and then wither 
and die. My dead Colecovision 
controller and Quickshot //joys¬ 
tick are, therefore, hardly worthy 
of remark. However I do take 
some pride in having wiped out 








a Wico Three Way. 

Those of you with 1K memor¬ 
ies or better may well be saying 
to themselves, "Is this not the 
very same Conquest who only 
last August was calling the Wico 
Three Way the 'top of the range' 
and recommending it?" 'Tis 
true, friends. What can I say? For 
six happy months the Three 
Way did sterling work, so far su¬ 
perior to every other joystick 
that I did not hesitate to shout its 
praises. Then one day my fighter 
banked round a tight corner, I 
pulled it over to grab the clever 
points — and it strained! It 
jerked! It wobbled! 

Now Wico's shaft bearings are 
about the best around, but even 
they are only plastic. My prob¬ 
lem was that in six months sav¬ 
age use, including a period of 
severe River Raid addiction. I'd 
either worn a flat spot onto the 
bearing or thrown the springs 
out of true, either of which 
would produce the observed 
effects. Unfortunately a joystick 
that is 75% satisfactory is 100% 
unsatisfactory and such is the 
nature of the beast, there's not 
much that can be done about it. 
The only cure is a whole new 
joystick. To be fair to Wico, I 
wouldn't consider getting any¬ 
thing else. 

OK, so I haven't done anything 
really spectacular, like sink an 
entire microcomputer, but add 
up a Colecovision (£99) and In¬ 
tellivision (£39) console, the 
Atari recorder (£45), the Wico 
joystick (£30) and suddenly 
you're talking about a couple of 
monkeys worth, without even 
mentioning odds and sods like 
the non-loading software. 

True story time: A friend of 
mine recently bought two com¬ 
plete Spectrum set-ups, includ¬ 
ing recorders, interfaces and 
joysticks, for the youth clubs she 
runs. Fortunately she bought 
them at Lion House in London 
which has a strict policy of test¬ 
ing everything before they let 
you walk out of the shop. That's 
how she saw two recorders and 
an interface being slung into the 
'Return to Sender' box. We're 
talking brand-new stuff here, 
straight out of the boxes, which 
makes me feel that my scrap 
heap isn't just down to me but 
has a certain something to do 
with industry standards. 

If that proposition is true then 
there must be an awful lot of 
people with similar stories to 
tell. Have you written one 
off ... ? JOHN CONQUEST 




















GAMES OF OUR TIME 


It's the » game that 
brought people into the 
arcades in droves. STEVE 
KEATON charts the rise 
and rise of a humble yel¬ 
low blob that brought a 
whole new experience to 
eating. 


HIS NAME is legend, his curse 
incomparable. He's the littel yel¬ 
low guy with the big mouth who 
opened the games closet and 
made joysticks respectable in 
mixed company. He's Pac-Man, 
the first arcade superstar! Few 
games can claim as many 
offspring. As Pac-mania raged 
we witnessed the birth of a 
whole Pac-Famly. Pac-Man be¬ 
gat Ms Pac-Man who in turn be¬ 
gat Baby-Pac and a whole slew 
of related yellow and blue mer¬ 
chandise. Back in '81 the world 
seemed peppered with little 
white energisers and people 
walked to a 'wocka-wocka' 
rhythm (which wasn't easy). 
Things got totally out of hand. 

Addicts would wake ech 
morning beneath Pac-Sheets, 
drink Pac-Tea from a Pac-Mug 
and then dress in Pac-Apparel. 
There was even a Pac-Man car¬ 
toon show! This proved the final 
indignity. Upon seeing it the 
Pac-Phenomenon promptly 
pegged out and died. The gam¬ 
ing world was never to see its 
like agiain. 


such guises as Puck-Man and 
Gobbler. The market was satu¬ 
rated. Fall-out went global and 
for nigh on a year Pac-Man ruled 
the world. 

Armchair philosophers pon¬ 
dered its success. The first non¬ 
violent video, some pompously 
declared; an expressionism, 
squealed others. Both claims 
were hooey. The little fella was 
just uniquely playable. A perfect 
combination of challenge, 
accessibility and audio-visual 


It was also predictable. 
Amongst the debris I laughingly 
refer to as my studio, I have dia¬ 
grams which would ensure total 
success over any screen. I never 
use them. Why spoil a brilliant 
game? I felt the same about the 
PEEKS and POKES for Miner 
Willy. Others, though, had fewer 
scruples and Pac-Masters 
appeared in evey arcade. You'd 
often see a queue of tireless indi¬ 
viduals who for a couple of coins 
could hog a machine for a 


the little fella to come home. 

It was a long wait. Atari trum¬ 
peted the arrival of an officially 
licensed VCS ROM and then 
blew it in spectacular fashion. To 
this day it remains their worst- 
ever arcade conversion, spark¬ 
ing off hoots of derision 
whenever mentioned. Any simi¬ 
larities between it and the Mid¬ 
way monster are clearly unin¬ 
tentional! The familiar maze 
went out the window, as did the 
cast of monsters and bonus 
treats (also known as 'Pac- 
Lunches'). It looked awful and 
played even worse. Despite 
eight game variations only one 
was anywhere near acceptable 
and even that quickly became a 
doddle. Pac-Fans could hardly 
believe their (bad) luck. 

The company later redeemed 
themselves with a far more con¬ 
vincing conversion for their 400/ 
600/800 computer range, restor¬ 
ing the missing features and im¬ 
proving the gameplay, but 
cynicism was rife. By way of an 
apology Atari converted Ms Pac- 
Man to the VCS with much grea¬ 
ter effect. Curiously history re¬ 
peated itself with the launch of 
the Atarisoft range. Once again 
Pac-Man was set up as a figure¬ 
head and once again Atari fum- 


ATARI VIDEO COMPUTER SYSTEM ' 


MAN 


Bally Midway originally 
licensed Pac-Man from little 
known Nipponese creators, 
Namco, for introduction to the 
United States. The weird gob¬ 
bling game found itself residing 
amongst banks of straight shoot 
'em ups and surprisingly pros¬ 
pered. Then there was an explo¬ 
sion and Pac-Man rocketed to 
the top slot of the U.S. Play 
Meter charts. The game had 
caught on with a vengeance! 
Bally churned out over 100,000 
Pac-units to sate the demand 
while unscrupulous rivalsequal- 
led that figure with a flood of 
rip-offs masquerading under 


No.7 PAC MAN (Bally-Midway, Atari) 


harmony. It delighted thesenses 
and tickled the funny bone. 
There was nothing else like it at 
the time. 

Pac-Man was paced to perfec¬ 
tion. The perambulating maze 
monsters, Blinky, Winky, Pinky 
and Clyde were all deliciously 
geared. They begin at a sluggish 
pace and then speed up. Soon 
both Pac and monsters are 
travelling at the same speed, but 
survive too long and the Pac 
runs out of puff. Infuriating! The 
monsters' periods of edibility 
undulate in a similarfashion. Be¬ 
ginning at about 7 seconds, they 
dwindle to 2, then rise to 5 and 
then after a brief respite all but 
vanish. And just as you think 
your wrist will snap under the 
pressure, there's an intermis¬ 
sion to break the tension. Pac- 


PEEKS and POKES for Miner 
Willy. Others, though, had fewer 
scruples and Pac-Masters 
appeared in evey arcade. You'd 
often see a queue of tireless indi¬ 
viduals who for a couple of coins 
could hog a machine for a 
weekend. Million-plus players! 
To combat this new breed of 
punter, arcade owners set about 
the game with chainsaws. Clum¬ 
sy brain surgery on the PCB re¬ 
sulted in the easier sheets being 
all but eliminated. Some 
machines simply crashed at 
strategic points. Disgruntled, I 
left the arcades and waited for 


bled the ball. Their Spectrum 
version was almost as big a tur¬ 
key as the earlier VCS ROM. 
"Our big mistake was going for 
16K,'' a spokesman was heardto 
moan. Realising their mistake 
Atari once again turned their 
attention to Ms Pac-Man. The as 
yet unreleased (48K) Spectrum 
conversion is brilliant. Unfortu¬ 
nately the damage has been 
done. No one wants to know any 
more. If the Pac-Family moved 
in next door most people would 
up and sell. 

The little yellow guy still 
hangs on in the arcades though. 
Battered Pac-Men can be seen 
propping up the walls in seedy 
game parlours, like video winos. 
Few survive in their original 
cabinets and most boast duff 
joysticks and arthritic response 
times. A sad state of affairs. 
Newer visitors, stumbling over 
the old fella doubtless wonder 

































































Strike Control 

TWO PRECISION JOYSTICKS 


■ Short slimline joystick 
with thumbcup for 
sensitive fingertip 

ft control. 

3 ■ Easy and comfortable to 

I hold. 

■ Rubber feet for table-top 
use. 


Set of 2 precision joystick 
controllers. 

Full analogue control with 
2 potentiometers. 

Self centering. 

2 responsive fire buttons 
positioned for maximum 
ease and comfort. 





Strike Control is 

available from most Spectrum and good computer shops. 


consumer electronics limited 


‘Trade marks and/or trade names 
of companies concerned. 


Failsworth, Manchester M35 OHS 
Telephone: 061-682 2339 
















IpilBIB 


"UNDERWURLDE" recommended retail price £9.95 inc VAT 
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS 
and all good software retail outlets. Also available from 
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU 

(PfifP included) Tel: 0530 411485 
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"KNIGHT LORE" recommended retail price £9.95 inc VAT 
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS 
and all good software retail outlets. Also available from 
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU 

(PfifP included) Tel: 0530 411485 

































If you’ve a lust to design characters for use in yoi 
own games—but have until now lived in mortal 
terror of BBC Basic’s VDU 23 statement—tremblf 
no longer. This easy-to-use prog allows you to 
build up shapes on a grid and save them to tape fo 
some Future Point In Time. Full instructions in " 


prog. 


by Himesh Shah 


For BBC‘B’ 
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BODYBUILDER FOR ACORN ELECTRON 
























































































































































































BIG K GETS PARANOID... 


A while back, reader GARETTI JOHNSON 
lent a home-grown Spectrum prog to a 
"friend" — later he was miffed, to say the 
least, when he discovered copies of the 
prog circulating locally at £1 a time. En¬ 
raged, he sat down to figure out how This 
Could Never Happen Again (he doesn't 
say what happened to the friend) . . . and 
here's the result. 


work an auto-run is required 
(you can make any BASIC 
program auto-run by SAVE- 
ing it in the form SAVE 
"PROG-NAME" LINE (first 
line number). Most budding 
pirates know that MERGE-ing 
a program will prevent an 
auto-run. Therefore we need 
a way of stopping or prevent¬ 
ing the MERGE-ing routine. 
When a program is MERGE- 
ed the computer automati¬ 
cally places the line(s) with a 
number greater than 9999 
(purists will point out that you 
cannot poke any part of 
memory with a number 
greater than 255 — to them I 
say go and look at chapter 24 
of the Spectrum manual), we 
can cause a crash if the pro¬ 
gram does not auto-run after 
being LOAD-ed. It does not 
matter if you do not fully 
understand this ... if you 
want to find out more, take a 
look at page 166 of the Spec¬ 
trum manual which shows 
how a line in a BASIC pro¬ 
gram is stored. Anyway, the 
upshot of this is that the pro¬ 
gram cannot be broken into 
'manually'. Listing 2 shows 
what to do. 

Next comes the problem of 
tape-copying programs. 
There is however quite a 
simple solution to this prob¬ 
lem . . . since the tape-cop¬ 
ing program has to take up 
some part of memory, so if 
we can fill up ALL of the 


memory, we will at some 
stage overwrite the tape¬ 
copying program and pre¬ 
vent it from copying all of the 
program. Listing 3 shows 
how to do this. Some tape¬ 
copying programs reside in 
the printer buffer (you do not 
need to know what this is, but 
it is basically a part of RAM 
that is reserved for use by the 
printer). Listing 4 shows how 
to deal with such tape-copi¬ 
ers. 

The last problem we have 
to deal with is that of tape-to- 
tape copying. Since the MoD 
has banned JCL DATA'S tape- 
to-tape copying prevention 
device, there seems to be no 
way of preventing the pro¬ 
gram being copied. The way 
to get round this is to have a 
sheet of numbers (preferably 
in colour, or a series of 
colours) that must be typed 
in at the start of the program 
like at the beginning of JET 
SET WILLY. (Incidentally this 
method of protection is 
copyright by Software Proj¬ 
ects.) if you are serious about 
protecting your programs 
then I'm sure you can come 
up with your own system. 

LISTING 1 

10 POKE 23659,0 
20 PRINT AT 0,0; "TRY AND 
STOP THIS": BORDER 
RND*7: GOTO 20 

LISTING 2 

1 POKE 23659,0: POKE 
23801,0 

2 REM The program must 
then continue at line 2 

3 REM If you CLS or INPUT or 
do anything that involves the 
bottom part of the screen, you 
must first temporarily reset 
the value of 23659 ... eg 
POKE 23659, 2CLS: POKE 
23659,0 

4 REM When SAVE-ing your 
program, SAVE it in the 
following way . . . POKE 
23801,255: SAVE "prog- 
name" LINE (first line num¬ 
ber). 

LISTING 3 

1 REM Fill up any spare line 
numbers like this — 5000 
REM 

xxxxxxxxxxxxxxxxxxxxxxx 
xxxxxxx (etc.) 

LISTING 4 

2 IF PEEK 23297O0 THEN 
NEW: REM this should be in 
a loader program that loads 
in the main program 

3 LOAD REM if basic or 
LOAD "" CODE if machine 
code. 


AFTER LENDING my latest 
masterpiece to a friend for a 
couple of days, I was amazed 
and annoyed to find copies 
of it being sold for a pound 
each. 

This caused me to wonder 
if there was a way that BASIC 
programs could be safe¬ 
guarded from copying. 

Ploughing through several 
copies of the latest weekly 
and monthly computer rags, 
l found to my surprise that 
not one article had been writ¬ 
ten for the Spectrum about 
program protection. 

The only piece of informa¬ 
tion I could find was that 
POKE 23659,0 would stop 
people breaking into pro¬ 
grams. "Great" I thought and 
rushed off to try it... . it 
didn't work. Why it didn't 
work will become clearer 
later. 

On page 173 of the Spec¬ 
trum manual you will find a 
complete list of the system 
variables (these are used by 
the system to update various 
pieces of information). 


Because these pieces of 
information need to be 
updated and changed, the 
system variables are held in 
RAM and not in ROM, there¬ 
fore the programmer can also 
change them and this is 
where the system variables 
are of use to us. 

Address 23659 DF SZ con¬ 
trols and keeps track of how 
many lines there are in the 
bottom part of the screen. If 
we POKE 23659,0 (telling the 
computer that there are no 
lines in the bottom part of the 
screen) we can stop anyone 
from breaking into a pro¬ 
gram. Why? Because when 
anyone presses the BREAK 
key and stops the program 
the computer tries to print up 
a ' L BREAK into program' 
message at the bottom part 
of the screen. However, 
because we have told the 
computer that there are no 
lines in the bottom part of the 
screen, it cannot print its 
message and a system crash 
occurs thus wiping the pro¬ 
gram from memory. You can 
see what happens if you type 
out the short program in list¬ 
ing 1. 

There is however a slight 
catch ... for this method to 
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bo you re hardly stumped 
for choice. 

You simply choose your 
colours and characters, then 
‘build up’ your picture. Just like 
any other artist. 

With 'Art Master' you 
again get a choice of 121 colour 
shades. 

But this time you can 
draw whatever shapes you like, 
creating your very own high 
resolution masterpiece from a 
blank screen. 

It is even possible to draw 
circles, and store and then 
recall a back-up picture — 
which is more than you can do 
with other graphics programs. 
^M Everyone, from the six 


We’re not the only people 
who think ‘Art Master’ and 
‘Picture Builder’ are two quite 
exceptional computer graphics 
software programs. 

Tony and Rolf do, too. 

otherwise Vommodore 

they’d never computer software 


the best computer graphics 
you have ever seen. 

^M Anywhere. 

The pictures are drawn 
using either the keyboard or 
a joystick, and can be stored 
on either tape 
or on disk. 


have agreed to put their name 
to them. 

1 With both ‘Art Master’ 
and ‘Picture Builder’ you can 
create full colour pictures on 
your own TV. screen. 

And believe us when we 
say those pictures will match 


With ‘Picture Builder’ you 
are presented with a palette 
of 121 colour shades (more 
than enough for any budding 
Michaelangelo). 

MM And a collection of 
character sets totalling 
over 250 shapes. 


year old right up to the 66 year 
old, will enjoy ‘Art Master’ and 
‘Picture Builder.’ 

Like all of our software, 
they have been specifically 
designed to get the best out 
of Commodore hardware. 

That’s why you can’t 
choose better. 

MM Commodore software: it 
costs no more, even though 
there’s more to it. 


I PICTURE BUILDER ON CASSETTE. ART MASTER ON CASSETTE OR DISK. EACH £9.99. 






















COMPETITION • COMPETITION»COMPETITION ° C 


■ 


Built-in Joystick 

B Stereo sound with 8 octaves and adjustable volume control 
C_ Full travel keyboard with 8 programmable keys 
D 48k ROM and 64k RAM (expandable) 

E^ 672 x 512 resolution screen with 256 available colours 
J Built-in word processor 

Standard centronics parallel interface and cartridge port 
LJ Mix text and graphics plus ‘windows’ facility 


T0 ENTER 


We have listed eight features of the new Enterprise computer. What we 
want you to do for this competition is place them in the order you consider 
they would most appeal to a home computer user. 

Write the key letters of the eight features — in ink — in the spaces on the 
entry coupon. For example, if you think that “Built-in word processor” would 
be the most appealing then put T in the first space. The letter of your next 
choice goes in the second space, and so on for all eight. 

Complete the coupon with your name, age and address and then post 
your entry to: BIG K ENTERPRISE COMPETITION, 55 EWER STREET, 
LONDON SE99 6YP, to arrive by the closing date which is Friday, November 
30,1984. 

mm mm mm mm ^ mm ^ ENTRY COUPON mm ^ mm mm mm mm mm 


date will be disqualified as will any re¬ 
ceived mutilated, illegible, altered, in¬ 
complete or not complying with the 
rules and instructions exactly. No re¬ 
sponsibility can be accepted for entries 
lost or delayed in the post or elsewhere. 
Proof of posting will not be accepted as 
proof of receipt. 

The judges’ decision and that of the 
Editor in all other matters affecting the 
competition will be final and legally 
binding. No correspondence can be en¬ 
tered into. 

The competition is open to all readers 
in Great Britain, Northern Ireland, Eire, 
the Channel Islands and Isle of Man ex¬ 
cept employees (and their families) of 
IPC Magazines Ltd, the printers of BIG K 
or of Enterprise Computers. 

The winners will be notified by post 
and the result published later in BIG K. 


There is no entry fee, but all entries must 
be on a proper printed coupon cut from 
BIG K and must bear the entrant’s own 
name, age and address. 

Every accepted entry will be ex¬ 
amined and the prize awarded to the 
entrant who, in the opinion of the judges, 
has shown the most skill and judgment 
in placing the listed features in the order 
of appeal to a home computer user. 

In the event of a tie, then a further test 
of skill will be conducted by post be¬ 
tween tying competitors to determine 
the eventual winner. 

The prize must be accepted as 
offered. There can be no alternative 
award, cash or otherwise. If the winner 
is aged under 18 then parental consent 
must be provided before the prize can 
be awarded. 

Any entry received after the closing 


In entering this competition, I agree to abide by the rules and to 
accept the published result as final and legally binding. 

NAME.AGE. 

ADDRESS. 


h ™ — —PLEASE CUT NEATLY AROUND THIS LINE™ — — 
IMPORTANT 

Before sealing, copy out — on the outside back of the envelope — the eight key letters 
in exactly the same order as they appear on your completed coupon. YOUR ENTRY 
MAY NOT BE CONSIDERED IF THIS IS NOT DONE. Do not enclose any correspond¬ 
ence or matter other than the entry coupon. 
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AVAILABLE 

NOW! 

Super colour 
graphics with six 
skill levels &48 
k screen 
locations 


65 High Street, Gosforth, Tyne & Wear. Tel: (091) 2846966 

Available from most major stockists, all good computer shops or direct from us. 
Dealers contact Centresaft. Express, P.C.S., Tiger, 


^colour 
























A character you can really control, reacting realistically 
> every twist of the joystick, as he jinks and leaps in and 01 
- of his 3 D background. v — 


Quantity 


Please send me Psi Warrior (Commodore 64 £9.95) 


Order Hotline 0858 34567. 
Enquiries 01 -837 2899. 


I enclose a Postal Order/Cheque payable to Beyond, or charge my credit card 


Card Number_ 

Access/Visa (Delete as necessary) 

Name_ 


Address 


_PostCode_ 

Please rush me detai ls of 
the Beyond Club! I I 


Beyond Competition House, Famdon Road, Market Harborough, 
Leicestershire LEI9 9NR 


CHALLENGING SOFTWARE 


They have manipulated 
man for tens of 
thousands of years. 

Only now have we 
discovered it... 


Unly now are we 
perceived as a threat 

Only now are we in 
danger... 







































































THEY WROTE ONE 


IF THE Sloane Rangers 
Handbook managed to curl 
the stiff upper lip into a self- 
effacing smile — in Hamp- 
steadthe message is clear — 
social climbers come out! 

Hampstead is the software 
equivalent of the lush and 
clever coffee table book. It 
belongs in the genre of think¬ 
ing man's fantasy — so far 
only occupied by two other 
real-life adventure games — 
Denis Through The Looking 
Glass and The Cricklewood 
Incident. Its designers think 
of themselves as market 
leaders in a new class of 
quasi-intellectual software. 
The game is a text-only 
adventure, and the quest is 
to make it to middle class 
Nirvana — Hampstead. 

For those in far flung cor¬ 
ners of the world — like 
Esher — who do not know, 
Hampstead does in fact ex¬ 
ist. It lies on an enormous 
plateau (entirely the product 
of its occupants' imagina¬ 
tions) somewhere in North- 
West London. It is a collec¬ 
tion of olde worlde buildings 
grouped next to a heath. It 
calls itself a 'village', despite 
a constant stream of heavy 
traffic (mostly Rolls Royces) 
that oozes down its centre. 
The thing to do in Hamp¬ 
stead is to stroll from cocktail 
to cappuccino, and once 
you've mastered the correct 
beautific smile, you can try 
casting it at the arty inhabi¬ 
tants, or fellow social clim¬ 


bers. 

Once booted into the 
game, you'll find yourself 
ensconsed in a sleazy North 
London flat. 'Inv' shows 
3-2-1 on the TV and a UB40. 
Exploration reveals a bed¬ 
room with such commercial 
prospects as a fungus farm 
and last night's biriani lux¬ 
uriating in the wash basin. 
It's enough to kick the most 
easy-going slob onto the so¬ 
cial mobility trail. From these 
humble beginnings you 
must go out and up. It's a 
highly literate game, and 
your way is fraught with as 
many wise-cracks as it is 
with pratfalls and red her¬ 
rings. 

Authors Trevor Lever and 
Peter Jones stress that it's 
not enough to cash your giro 
and head to Hampstead. You 
must rather ATTAIN Hamp¬ 
stead. Questioning revealed 
that neither author posses¬ 
sed a Hampstead address. 
But Peter's pink tie and Tre¬ 
vor's Mondrain-style, bright¬ 
ly coloured sweater promp¬ 
ted me to ask if they were on 
their way. 

"Oh definitely. We want 
money, fame and a certain 
artiness. Hampstead the 
game will help. Of course, 
social climbing is not the 
most important thing in life 
— but it is the most satis¬ 
fying if done properly." 

How do you go about so¬ 
cial climbing? 

"In order to attain Hamp 


stead in life as in the game 
you must think like Hamp¬ 
stead Man. Consider the ob¬ 
jects of behaviour you'd 
need to be accepted in 
Hampstead. Here's a tip. 
What you leave behind is 
often as important as what 
you take with you. As a social 
climber — you run the risk of 
being exposed as a fraud. 
But exposure is not the only 
cause of death in Hamp¬ 
stead. You also risk terminal 
writer's cramp, being eaten 
by a venus fly-trap, or chok¬ 
ing on muesli." 

The best game strategy is 
to establish yourself before 
trying to make it to Hamp¬ 
stead. Try your luck in the in¬ 
dustrial maze or take a train 
to another location. 
Approach Hampstead with 
caution. Gather your wealth, 
status and power, then hit 
Hampstead like a bullet. And 
no one will know of your 
roots. 

The Peter/Trevor part¬ 
nership goes back a long 


I ■ ■ S ■ | 

way. It even survived being 
heckled off stage in their 
Northern comedy double- 
act debut — 'Liptrop and 
Pode'. Trevor describes him¬ 
self as the 'solid computer 
man' of the duo, whilst Peter 
is the 'aesthete with his head 
in the clouds'. Both are PR 
men in the computer and 
video industries respective¬ 
ly. Neither are programmers 
and Hampstead 'was written 
on SMART — a kind of man- 
agemental Quill , and im¬ 
proved by MH. 

"Neither of u$ have any 
desire to program. The in¬ 
dustry needs new ideas 
more than anything at pre¬ 
sent. We've got them — and 
there are plenty of people 
around to put them into 
practice." 

Does this mean they don't 
think much of current 
adventure-ware? Peter 
hands me a card. "I see no¬ 
thing special," it reads. The 
first of many that the duo 
had prepared for their inter¬ 
view. (I can only assume that 
Peter, himself a former jour¬ 
nalist, has his own reasons 
for mistrusting the press.) 

"It really is time for some¬ 
thing new. We aim to create 
a series of real-life adven¬ 
tures without recourse to 
magic, spaceships or hand- 
to-hand combat. All that dra¬ 
gonslaying and treasure 
hunting can't go on forever." 
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them. 1 must admit to a cer¬ 
tain amount of trepidation 
at this point. Previous ex¬ 
perience of building this 
type of thing has been 
fraught with pitfalls usually 
ending with a pile of bits on 
one side and a hideous 
monster on the other. Far 
from it, the diagrams and 
instructions that came with 
all of the Movits were ex¬ 
ceptionally clear and all the 
parts, although rather 
small and fiddly, were in 
clearly labelled packets. All 
that was needed was to 
take the right bit out of the 
right packetand putitinthe 
right place as indicated on 
the diagram. The whole 
bunch took about a day to 
assemble and they all 
worked first time round. 

There are five of them in 
all. The cheapest in the 
range at £9.99 is Monkey 
and it's probably the most 
amusing. The two hooked 
arms at the top allow it to 
be hung from a length of 
cord like a pair of Y-fronts 
on a washing line. Any sud¬ 
den noise — a handclap 
works quite well — sends it 
swinging arm over arm 
along the cord. It keeps 
going for five seconds or so 
before stopping — and 
then sits there waiting for 
another noise. 

Next came Line Tracer II. 
This is, wait for it, a line 
tracer, meaning it follows 
any dark line on a light floor 
or vice versa. It finds its 
way round using an optical 
sensor on its belly. The 
only problem here is find¬ 
ing a suitably flat floor. My 
kitchen floor boasts taste¬ 
ful black and white tiles 
which gave it problems. 
What it does is to run on 
one of its two motors until 
it picks up a colour change 
on the floor. This causes 
the current motor to cut out 


SO THERb I was, sitting in 
my room watching a blue 
ink stain on the wall, jug¬ 
gling the odds on how long 
it would take to slide down 
to the floor. Life gets excit¬ 
ing like that, especially in 
sunny Balham and today 
looked as though it was 
going to be as exciting as 
any. Suddenly, a small 
whirring noise grabbed my 
attention. I looked down 
and saw a small bubble-like 
object making its way 
across the floor towards 
me. This was annoying. To 
one with such earth- 


shattering ideas on his 
mind, an electric rat can be 
most distracting. I slid one 
toe under the front of it and 
casually flicked it against 
the wall. It bounced, once 
against the ink stain, then 
again off the floor and car¬ 
ried on about its business, 
finally finding solitude 
under the desk. Interesting. 
I returned my attention to 
the blot on the wall, but it 
was no good, the whirring 
dervish under the desk had 
wrecked any chance of 
serious concentration. I 
grabbed a stick to poke at it 


after all it might bite — 
and it trundled out into 
view, apparently none the 
worse for its flying lesson. 

What was it? It was a 
Movit, one of the five build- 
it-yourself beasties from 
Prism, and I wanted one. It 
could be the answer to the 
penicillin plant in the kit¬ 
chen which had once been 
known as the washing up. I 
picked up the phone and 
before long five small bun¬ 
dles were winging their 
way to the BIG K offices. 

Step one on the ladder to 
total mobility was to build 


Kim Aldis forsakes the fascinating world of wall-gazing 


to check out things that go clunk, whirr, beep in the night 


and day. The Movits, D-l-Yrobots with a difference 






































Mm mm!... these Roboburgers are a real tastee bite! 


and the other to cut in mak¬ 
ing it change direction. If 
the corners are tighter than 
its turning circle (about 
20 cms) it wanders off and 
does its own thing against 
the nearest wall. The kit¬ 
chen floor nearly gave it a 
nervous breakdown. The 
sensor underneath is very 
sensitive, even picking up 
pencil marks on paper and 
it responds very quickly 
even on lines a good deal 
thinner than those recom¬ 
mended for use. 

Piper Mouse is good for a 
laugh. It's a three-wheeled 
affair controlled by a whis¬ 
tle which takes it through a 
cycle of moves. The first 
blow of the whistle sets it 
scuttling off to the left then 
subsequent blows make it 
stop, go right, stop, go for¬ 
ward and then finally stop 
again, in that order. You 
have to be quite close 
(within about 3 metres) to 
make it respond and some¬ 
times — if the microphone 
is facing the other way — 
you have to get even clos¬ 
er. Maybe someone will 
dream up a hearing aid for 


it. Aside from that the whis¬ 
tle is enough to drive a 
saint bananas. After about 
half an hour a pack of rather 
unfriendly stray dogs had 
gathered outside the kit¬ 
chen window, casually dis¬ 
membering anyone who 
happened past. 

My favourite was the 
Circular. All the rest of the 
Movits use some real flash 
methods to control them 
but the Circular goes back 
to good old-fashioned 
radio control. Its appeal lies 
in its method of movement. 
As the name suggests, it's 
circular in shape and the 
wheels form two rims 
around the outside. The 
rims go round when it 
moves but the main bulk of 
the thing remains station¬ 
ary giving the illusion that 
it's gliding along the floor. 
It's very sensitive about 
how rough the floor is. If it 
hits a bump it makes a kind 
of grinding noise and 
seizes up completely, at the 
same time it's very man¬ 
oeuvrable, turning very 
fast and almost on a six¬ 
pence. Very nice. 


most 


The Movits are. an .in¬ 
teresting idea. UjWunti! re¬ 
cently t hf r 

been quality and accu¬ 
racy rather than low tost 1 
and it's nice to see sbme- 
thing more likely to appeal 
to those amongst us Who 
aren't millionaires, im 
them most absorbing at the 
building stage, the main 
drawback being that once 
built there's not much vari¬ 
ety in what they can do. At 
the same time, because of 
the way they're made it 
would be quite possible to 
kind of jumble them all 
together into some sort of 
Frankenstein's monster. 
For the moment, though, it 
looks like my washing up 
stays furry. Unless, of 
course, someone wants to 
come round and do it for 
me. 


expen¬ 
sive, in f||J range is the 
Memocon^mrawler, a sort 
of chopp88|down turtle. 
It's programed in steps 
by means oTmmall plug-in 
keyboard. C<I|rol is given 
over left, right and forward 
with the added bonus of a 
bleeper and a LED which 
can be activated at will. 
After programming, the 
keyboard is detached, a 
small button touched and it 
sets off about its business 
until you either switch it off 
or tread on it! It's a bit frus¬ 
trating to find that it's not 
that accurate. Sending it in 
a straight linefor more than 
a metre or so allows it to 
veer off course quite sub¬ 
stantially. On the other 
hand it's not expensive 
when compared to some of 
the more sophisticatd tur¬ 
tles available and making it 
more accurate would mean 
either more accurate 
motors or some kind of 
positional feedback which 
in turn would make it more 
expensive. For my money I 
would rather see the price 
kept down. 


PRICES 


Monkey 


LineTracer 


Piper Mouse 


Memocon Crawler ...£34.99 
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QUALITY ARCADE ACTION GAMES FOR THE 


COMMODORE 64^£7.95 


The earth is being 

invaded by an alien 

force, the GALAXIONS have 

arrived from a dying planet, determined 

to destroy civilization as we know it. 

They come in formation, swooping and 
diving towards the planet earth. You and 
you alone can save mankind from the 
terrifying destruction the aliens threaten 
us with. 

MMCb MM 44 

^•WA fantastic version »7\y/% 
of this popular 

■■■y arcade game. \ V 1 ^ \ m 


p. ' Guide Thomas the cat 
{ 0) along the 13 walls of SOLAR 


street to his lady friend, 
wfewwho awaits him on the end 
^[J^^^rjyfy^wall, but beware of 

the flying boots, 
bottles and mops, which are 
just a few of the hazards you will encounter. 


Guide Boris up the ladders, to collect a coin 
from the top of the screen, but beware! the 
bogy men are out to get you. He must return 
to the bottom of the screen, avoiding the 
bogy men and insert the coin in the electric 

meter. The lights will 
come on enabling you 
to see the pitch fork, and 
after retrieving it, kill the 
bogy men 


Otobtll to tl)C Wcocuc 

In days of old when 

knights were bold and 

the sheriff was in power, 

to play this game guide Robin Hood, 

to Marian locked up in the tower. 


When teddy to the picnic went 
there came the smell of honey 
So off he went to find the p 
hive to fill his empty tummy, 

The bees that guard honey 
pots are sharpening up %, 
their stings as teddy fills hisl, 

. empty turn sweet melodysjf 
he sings. fy 


available mail order P&P included 


All our games are 
from the above address. Orders sent by return post. \ 

Also available from all good computer shops. ^ 

S Darwen, CENTRE SOFT West Midlands. TIGER Cheshire. LIGHTNING London. LEISURESOFT Northampton, 
TOMPUTER GAMES Barnsley, FIVE D SOFTWARE East Harling. COMPUTER WORLD UK Bolton, 

" FERRANTI & CRAIG LTD Wiltshire, VICSOFT Slough, DRAKE DISTRIBUTION Plymouth 





































COMMODORE 64 PgCTBM«MA»1B 

Also available on Disk 
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COMMODORE • VIC m 1©K 
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impede 


CHOii 


TRADE SNQUmm ANIROG 80ETWARE LTD 29 WEST HILL DARTEORD KENT (0322)92613/8 

MAH ORDER 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083 
PAYMENT BY CHEQUE P 0 ACCTSS/VISA SOp POSTAGE A PACKAGING 
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Colt, honey, I 
know you're worried. Standing 
on top of a burning skyscraper is 
not my idea of fun either but 
don't worry, help is on the way. 
Okay, we're going for a take and 
. . . action! Watch out for the 
helicopter, Colt. Here it comes. 
Get ready to leap up and catch 
hold of the skids, the chopper 
will carry you to safety on the 


next rooftop. Now, get ready 
and jum . . . er, right. Yeah, Har 
ry, you'd better circle round 
while Colt picks himself up. Take 
two and .. . action! Beautiful 
Colt, you've grabbed the skids 
you're dangling well, now wa 
till you're over the the next 
building and let go. Not yet- 
you're too high! Right, Harry 
we'll wait till the medico patches 
him up and go again. Take three 
Colt, the last one or the game' 
over for you. 


Okay, sweeties, 
now I want absolute quiet on the 
set. Where's that Seavers stunt 
guy? Ah, there he is. Colt, baby, 
this is a piece of cake. All you've 
got to do is jump onto this train 
from the top of the brick tunnel, 
then run along the carriage roofs 
and jump down onto the track at 
the end. What did I tell you, big 
guy, it's easy peasy. Okay, this is 
take one and. . . action! That's it, 
Colt, onto the first carriage, the 
train's moving, getting faster. 

; Move, baby, there's the tunnel 

i coming up and . . . oh, oh. Pick 
him up, boys, we'll go again. 
Take two and .. . action! Okay, 
Colt, you're moving well this 
time. Jump the carriages, leap 
the gaps, don't fall between 
I them . . . er, oops. Colt, babe, 
you know I love you but there's 
only three takes allowed for this 
scene and we've got a whole 
movie to do. Let's get on with it. 




ADY WHEl 
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BIG K brings you an exclusive location report 
from the set of Elite's new computer game pro 
duction of TV's THE FALL GUY 


- - - - - What's all that 

snow up there? Why, it's an ava¬ 
lanche effect, Colt, my little ici¬ 
cle. What would a mountain 
scene be without an avalanche? 
All you have to do once it starts 
is to get to safety without getting 
swept away. You must remem¬ 
ber doing something like this on 
that 'Bionic Guy' show you 
worked on. Right, quiet on the 
set and . . . action! That's it, Colt, 
move quickly. Cue the avalan¬ 
che! Hurry, Colt, it's coming up 
fast and ... oh, well. Send in the 
St. Bernard, we'll find Colt by 
morning. 

Colt, sweetness, you must 
know by nowthat we've only got 
three takes on each of these 
scenes, you've got to get it right 
first time. There's still the broken 
bridge over the flooded river, 
wing walking between two 
planes and the raging inferno to 
escape, to name but a few. You 
may think it's only a game but 
some of usfind it deadly serious. 


***£>“ ’ "I 
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Screen shots from pre-production 
Spectrum version of The Fall 
Guy. Below, screen 1, scene 1 — 
the train stunt. 


I viewed this new production of 
The Fall Guy with interest. 
Obviously a spin-off from such a 
popular television series would 
attract a lot of attention from 
fans of the stunt man and 
modern-day bounty hunter. But 
would they appreciate the depic¬ 
tion of their hero as a computer 
game character? 

The player is presented with a 
series of situations worthy of the 
Big Guy himself, which have to 
be worked through. However, 
the plotline becomes somewhat 
pedantic after a while as stunt 
follows stunt. The bounty hunt¬ 
ing activities of Colt Seavers are 
only exploited in the latter 
stages of the dozen screens 
available. 

The graphics present the play¬ 
er with constantly changing sce¬ 
narios and are of a high quality. 
Indeed the whole game stands 
up well to the many other TV 
adaptations that are proliferat¬ 
ing across computer screens at 
present. 

I think The Fall Guy has defi¬ 
nite box office potential but I re¬ 
serve my final judgementforthe 
moment. As of writing the pro¬ 
duction has obviously run over 
schedule because the producers 
were only able to show me a 
rough cut. I look forward to 
seeing the completed version. 


T HE Officially Licensed Computer Game 
Version of the TWENTIETH CENTURY 
FOX Television series featuring Lee Majors as 
THE FALL GUY. An ELITE Production for the 
48K Spectrum (£6.95) and Commodore 64 
(£7.95, £9.95 disc). 

Now showing at a computer software out¬ 
let near you. 






















Send a large 5.A.E. for our 

M5X LAUNCH PACK which includes a FREE GAME! 

Mr. Micro Ltd., 69 Partington Lane, Swinton, 
Manchester M27 3AL. Tel: 061-7 28 2282. 

TRADE ENQUIRIES WELCOME. 





































Discount 

Computer 

Software 


Registered No. 1795113 
Telephone: (0256) 51444 
16 Coates Close, Brighton Hill, 
Basingstoke RG22 4EE 


AMAZING SOFTWARE BARGAINS BY MAIL, 100’s OF TITLES AVAILABLE! 
TELEPHONE ORDERS WELCOME. WRITE OR RING NOW FOR FULL DETAILS 


Title 

SPECTRUM 

FOOTBALL MANAGER 
JUNGLE FEVER 
KONG 

MOON BUGGY 
SLAP DAB 

GALACTIC ABDUCTOR 

GALAXIANS 

MONKEY BIZNESS 

BIRDS & BEES 

PSYTRON 

POOL 

STAGECOACH 

BLACK KAWK 

DELTA WING 

TEST MATCH 

DERBY DAY 

HANDICAP GOLF 

THE WARLOCKS TREASURE 

OLYMPICS 

GRAND NATIONAL 

GLUG GLUG 

WAR OF THE WORLDS 

TERRAHAWKS 

L.S.D. 

TRITZ 

FIGHTER PILOT 
NIGHT GUNNER 
SEA HARRIER ATTACK 
JUNGLE TROUBLE 
SCUBA DIVE 
MONTY MOLE 
NIGHTFLIGHT II 
3D SPACE WARS 
HEATHROW 
3D LUNATTACK 
AVALON 

THE ALCHEMIST 

FINAL MISSION 

STOP THE EXPRESS 

VALHALLA 

PARAS 

RED COATS 

MUGSY 

THE HOBBITT 

ABERSOFT FOURTH 

HAMPSTEAD 

SHERLOCK 

BRAXX BLUFF 

KENTILLA 

FULL THROTTLE 

CODENAME MAT 

HAUNTED HEDGES 

TUTANKHAMUN 

PENGY 

LASERWARP 

AMERICAN FOOTBALL 

TRASHMAN 

MR WIMPY 

HUNCHBACK 

ESKIMO EDDIE 

CHINESE JUGGLER 

DALEY THOMPSON’S DECATHLON 

PAINT BOX 

SCREEN MACHINE 

SCRABBLE 

FLIGHT SIMULATION 

MATCH POINT 

BATTLEZONE 

3D ANT ATTACK 

THE SNOWMAN 

INFERNO 

MANIC MINER 

JET SET WILLY 

JACK & THE BEANSTALK 

ATIC ATTACK 

SNOOKER 

BLUE THUNDER 



RRP 

Our Price 

Supplier 

Inc. VAT 

Inc. VAT 

ADDICTIVE 

6.95 

6.00 

A&F 

6.90 

6.00 

ANIROG 

5.95 

5.00 

ANIROG 

5.95 

5.00 

ANIROG 

5.95 

5.00 

ANIROG 

5.95 

5.00 

ARTIC 

4.95 

4.00 

ARTIC 

6.95 

6.00 

ARTIC 

6.95 

6.00 

BEYOND 

7.95 

7.00 

C.D.S. 

5.95 

5.00 

CREATIVE SPARKS 

6.95 

6.00 

CREATIVE SPARKS 

6.95 

6.00 

CREATIVE SPARKS 

6.95 

6.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

C.R.L. 

5.95 

5.00 

DIGITAL 

7.95 

7.00 

DIGITAL 

6.95 

6.00 

DURREL 

5.95 

5.00 

DURREL 

5.95 

5.00 

DURREL 

5.95 

5.00 

GREMLIN GRAPHICS 

7.95 

7.00 

HEWSON 

7.95 

7.00 

HEWSON 

5.95 

5.00 

HEWSON 

7.95 

7.00 

HEWSON 

7.95 

7.00 

HEWSON 

7.95 

7.00 

IMAGINE 

5.50 

5.00' 

INCENTIVE 

5.95 

5.00 

HUDSON 

7.95 

7.00 

LEGEND 

14.95 

13.00 

LOTHLORIAN 

5.95 

5.00 

LOTHLORIAN 

5.95 

5.00 

MELBOURNE HOUSE 

6.95 

6.00 

MELBOURNE HOUSE 

14.95 

12.00 

MELBOURNE HOUSE 

14.95 

13.00 

MELBOURNE HJOUSE 

9.95 

9.00 

MELBOURNE HOUSE 

14.95 

14.00 

MICROMEGA 

6.95 

6.00 

MICROMEGA 

6.95 

6.00 

MICROMEGA 

6.95 

6.00 

MICROMEGA 

6.95 

6.00 

MICROMEGA 

6.95 

6.00 

MICROMANIA 

5.95 

5.00 

MICROMANIA 

5.95 

5.00 

MICRO-GEN 

6.95 

6.00 

MIND GAMES 

9.99 

9.00 

NEW GENERATION 

5.95 

5.00 

OCEAN 

5.90 

5.00 

OCEAN 

6.90 

6.00 

OCEAN 

5.90 

5.00 

OCEAN 

6.90 

6.00 

OCEAN 

6.90 

6.00 

PRINT'N’PLOTTER 

8.25 

8.00 

PR 1 NT’N’PLOTTER 

8.25 

8.00 

PSION 

15.99 

14.00 

PSION 

7.95 

7.00 

PSION 

7.95 

7.00 

QUICKSILVA 

7.95 

7.00 

QUICKSILVA 

6.95 

6.00 

QUICKSILVA 

6.95 

6.00 

RICHARD SHEPHERD 

6.50 

6.00 

SOFTWARE PROJECTS 

5.95 

5.00 

SOFTWARE PROJECTS 

5.95 

5.00 

THOR 

5.95 

5.00 

ULTIMATE 

5.50 

5.00 

VISIONS 

8.95 

8.00 

R. WILCOX 

5.50 

5.00 


TO: DISCOUNT COMPUTER SOFTWARE. PLEASE ACCEPT MY ORDER FOR 
THE FOLLOWING PROGRAMS/SPECIAL OFFERS (STATE MACHINE) 

1 . 

2 . 

3 . 

4 . 

5... 

Make cheques payable to Discount Computer Software. 

Cheque No .For £ . 

Please debit my 

^Access No.Signed. 


Title 


RRP 

Our Price 

Supplier 

Inc. VAT 

Inc. VAT 

COMMODORE 64 




GUMSHOE 

A&F 

7.95 

7.00 

BEAMRIDER 

ACTIVISION 

7.95 

7.00 

DECATHLON 

ACTIVISION 

9.99 

9.00 

H.E.R.O. 

ACTIVISION 

9.99 

9.00 

PITFALL 

ACTIVISION 

9.99 

9.00 

PITFALL II 

ACTIVISION 

9.99 

9.00 

ZENJI 

ACTIVISION 

9.99 

9.00 

BEACH HEAD 

ACESS 

9.95 

9.00 

FOOTBALL MANAGER 

ADDICTIVE 

7.95 

7.00 

ROCKET ROGER 

ALLIGATA 

7.95 

7.00 

CHARTBUSTER 

ALLIGATA 

9.95 

9.00 

GAS KIT 64 

ANIROG 

14.95 

14.00 

P.C. FUZZ 

ANIROG 

7.95 

7.00 

KONG 64 

ANIROG 

7.95 

7.00 

SKRAMBLE 64 

ANIROG 

7.95 

7.00 

3D TIME TREK 

ANIROG 

5.95 

5.00 

FLIGHT PATH 737 

ANIROG 

7.95 

7.00 

CYBOTRON 

ANIROG 

7.95 

7.00 

ICE HUNTER 

ANIROG 

6.95 

6.00 

TWIN KINGDOM VALLEY 

BUG BYTE 

9.50 

9.00 

OMEGA RUN 

BUG BYTE 

7.95 

6.85 

DERBY DAY 

BUG BYTE 

7.95 

7.00 

STAR TRADER 

BUG BYTE 

7.95 

7.00 

WORLD CUP FOOTBALL 

ARTIC 

6.95 

6.00 

STRIP POKER 

U.S. GOLD 

9.95 

9.00 

ANKH 

BEYOND 

8.95 

8.00 

AZTEC 

BEYOND 

8.95 

8.00 

MR. ROBOT 

BEYOND 

8.95 

8.00 

JAVA JIM 

CREATIVE SPARKS 

7.95 

8.00 

CRICKET 

C.R.L. 

7.95 

7.00 

GLUG GLUG 

CREATIVE SPARKS 

7.95 

7.00 

HANDICAP GOLF 

CREATIVE SPARKS 

7.95 

7.00 

HAVOC 

DYNAVISION 

9.95 

9.00 

HARRIER ATTACK 

DURREL 

6.95 

6.00 

SCUBA DIVE 

DURREL 

6.95 

6.00 

KOKOTONI WILF 

ELITE 

7.95 

7.00 

PERCY THE POTTY PIGEON 

GREMLIN GRAPHICS 

7.95 

7.00 

TROLLIE WHALLIE 

INTERCEPTOR 

6.95 

6.00 

BURGER TIME 

INTERCEPTOR 

7.00 

6.00 

CHINA MINER 

INTERCEPTOR 

7.00 

6.00 

ARABIAN NIGHTS 

INTERCEPTOR 

7.00 

6.00 

REV. OF MUTANT CAMELS 

LLAMASOFT 

7.50 

7.00 

HELLGATE 

LLAMASOFT 

5.00 

4.00 

ANCIPITAL 

LLAMASOFT 

7.50 

7.00 

SHEEP IN SPACE 

LLAMASOFT 

7.50 

7.00 

THE HOBBITT 

MELBOURNE HOUSE 

14.95 

12.00 

ZIMSALABIM 

MELBOURNE HOUSE 

14.95 

12.00 

HIGHNOON 

OCEAN 

7.95 

7.00 

HUNCHBACK 

OCEAN 

6.90 

6.00 

STUNTBIKE 

OCEAN 

6.90 

6.00 

ROOMLORD 

PARAMOUNT 

6.95 

6.00 

ANT ATTACK 

QUICKSILVA 

6.99 

6.00 

MAGIC MICRO MISSION 

QUICKSILVA 

7.95 

7.00 

SEE SAW 

QUICKSILVA 

7.95 

7.00 

STRONTIUM DOG 

QUICKSILVA 

7.95 

7.00 

SUMMER GAMES 

QUICKSILVA 

14.95 

14.00 

TRAFFIC 

QUICKSILVA 

7.95 

7.00 

POTTIT 

ROMIK 

6.99 

6.00 

MANIC MINDER 

SOFTWARE PROJECTS 

7.95 

7.00 

ZAXXON 

SYNSOFT 

9.00 

8.00 

ARCHIPELAGO 

TALENT 

7.95 

7.00 

KALAH 

TALENT 

7.95 

7.00 

WEST 

TALENT 

9.95 

9.00 

LAZY JONES 

TERMINAL 

7.95 

7.00 

JACK & THE BEANSTALK 

THOR 

5.95 

5.00 

DISCOUNT HARDWARE INC. V.A.T. 

SPEC48K 



119.00 

SPECQL 



370.00 

COMMODORE 64 



195.95 

VIC 20 STARTER PACK 


98.00 

CASSETTE DECK 



29.95 

QUICKSHOTTII 



9.95 


16 Coates Close, Brighton Hill, 
Basingstoke RG22 4EE 

PLEASE STATE MACHINE 


Name 


Address 


enclosed 


ALL SOFTWARE & JOYSTICKS P & P FREE — HARDWARE £4.00 PER ITEM 


BK2 




























sound chip lurks inside every 
Commodore 64 and is, according to 
KIM ALDIS,.. more powerful than 
that of any other home computer/ 
But how do you get great sound out 

of it? Read on.. I 


different waveforms: sine, saw¬ 
tooth, pulse and noise. A quick 
butchers at diag. 2 gives an idea 
of how they get their names and 
the sort of noise they make. The 
noise waveform is just a mish¬ 
mash of random pulses and 
sounds like an elephant doing 
what elephants do best. 

Now the sound envelope. This 
is what governs how a sound 
starts, what it does when it's 
sounding and how it dies away. 
The envelope is split into four 
parts (diag. 3). ATTACK, the rate 
at which the sound builds to its 
peak volume; DECAY, the rate it 
falls to the SUSTAIN level which 
is the main part of the sound. 
Finally RELEASE which is how 
long the sound takes to die 
away. 

So now you know all about 
sound. Question is how to teach 


the Commodore about it? The 
chip responsible for the various 
burps, belches or whatever that 
the 64 can make is SID (Sound 
Interface Device on formal occa¬ 
sions). SID consists of a rather 
daunting array of 29 registers 
starting at location 54272, 27 de¬ 
dicated to making sound, the 
other two used for analogue 
joysticks. 

O.K., you've got 27 locations 
to muck about with, what do you 
do. First Law of Commodore 
Computing: 

PANIC 

Feel better? Now look at the 
problem logically. To start off 
we'll only look at simple sounds 
using one voice. For this you 
only need eight registers: Mode/ 
Vol (don't worry about Mode, 
we'll get to that at a later date) 
and the seven registers each 


voice needs to control wave¬ 
form and envelope characteris¬ 
tics. 

Cast the mincers overTable 1, 
which gives the layout of regis¬ 
ters for voice 1 plus the Mode/ 
Vol location at register 24. To 
save memory space The Big C 
tends to split some registers into 
two and use them as a sort of 
dual purpose register. Mode/Vol 
(register 24) is one of these, 
check the lower four bits control 
volume for all three voices 
which means a total of 16 set¬ 
tings, 0 to 15. The four high bits 
are for filtering which is for 
doublebrains so forget them for 
now. 

Working through the rest of 
the registers for voice 1, fre¬ 
quency is just a fancy word for 
how high or low the note 
sounds. This uses two registers: 
frequency low and frequency 
high. The best way of looking at 
these is to think of the two as a 
double-sized byte (a 'word') as 
in diag. 4. This arrangement 
means you can whop a bigger 
number into the frequency of 
the note and so get a wider 
range of sound. 

Pulse width high and low 
operate on the same principle 
but control the pulse width for a 
square wave. We'll come back to 
that later. 

The next register gets interest¬ 
ing. Look at diag. 5. The top four 
bits of the Control register dic¬ 
tate the waveform or type of 
sound you get. Don't worry ab¬ 
out bits 1 to 3, they get used for 
things like ring modulation and 
synchronising with other voices. 
Bit 0, however, does concern us. 
This is the GATE bit which 
switches the envelope gener- 


SOUND ON the Commodore is 
not hard. Who said that? Confine 
him to the nether regions of the 
North Sea with his feet encased 
in concrete and a knot in his 
neck. Nothing you do on the 
Commodore is particularly easy 
but you can make it easier. If you 
buckle down and approach the 
problem in an organised man¬ 
ner the machine is capable of 
some extraordinary things. Take 
sound for instance. Young Sid 
the sound chip is probably more 
powerful and versatile than that 
of any other home computer. 
Three voices, a choice of four 
waveforms, three types of filter¬ 
ing, ring modulation and en¬ 
velope control all combine to 
give control over the type of 
sound you can make. On rare 
occasions it's even been known 
for Sidney to speak. 

The great secret to easy use of 
the SID chip is an understanding 
of the seemingly vast number of 
control registers and a reason¬ 
able knowledge of how sound 
works. 

Let's have a look at the nature 
of sound first. The tonal quality 
of a noise is governed largely by 
its waveform. A detailed ex¬ 
planation would fill a fair-sized 
book but for now it's enough to 
accept that a waveform is a 
graphical plot of amplitude (how 
loud) against time (diag. 1). The 
Commodore can generate four 
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ator in and out. When this bit is 
set the envelope generator is 
'gated' or triggered and the 
ATTACK/DECAY/SUSTAIN cycle 
of the envelope is started. Clear¬ 
ing the bit initiates the RELEASE 
cycle and the sound starts to die 
away. Easy, innit? Set the bit to 
start the sound, clear the bit to 
stop it. But don't forget to set the 
waveform first. 

Before you can start and stop 
an envelope, you need an en¬ 
velope to start and stop which 
brings us to the last two regis¬ 
ters in Table 1, ATTACK/DECAY 
and SUSTAIN/RELEASE. You 
guessed it, they contain the en¬ 
velope parameters. Again, the 
Commodore does a bit of space 
saving by cramming two para¬ 
meters to a byte as in diag. 6. 

Once you've got that lot clear 
in your mind the rest is fairly 
straightforward. The basic proc¬ 
edure for making a sound runs 
roughly as follows: 

1. POKE the frequency (regs. 1 
and 2) 

2. Then the waveform (reg. 4) 

3. Now set up the envelope 
parameters in regs. 5 and 6 

4. POKE a volume into reg. 24 

5. Set the GATE bit in reg. 4 

6. Go into a FOR ... NEXT loop 
for as long as you want the 
sound to last and then — 

7. Clear the GATE bit. 

That's what you do and Prog. 

1 is how you do it. Changing the 
values in lines 30 to 60 will give 
you different noises. 

Lastly, we come back to the 
square wave pulse. You may 
well have tried to run Prog. 1 
with a square wave and got no¬ 
thing from it. That's because a 
pulse width has to be put into 
registers 2 and 3. The pulse 
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DIAG.7 Square Wave 


ATTACK 

DECAY 


SUSTAIN 

RELEASE 


Register 

Table 1 

Register name 

0 

Frequency Low 

1 

Frequency High 

2 

Pulse Width Low 

3 

Pulse Width High 

4 

Control Register 

5 

Attack/Decay 

6 

Sustain/Release 

24 

Mode/Vol 



The Envelope Registers 



width is the width of a square 
wave as shown in diag. 7. So go 
ahead and put one in. If you've 
understood most of what's gone 
on so far you should have no 
problem in adapting prog. 1. 

In case you're wondering 
what the other 21 registers have 
got to do with all this, bear in 
mind that there are more voices 
so registers 0 to 6 are duplicated 
over registers 7 to 20. The rest 
are for filtering af sound and 
reading the analogue port. I'll 


cover these later in the series. 

As an added bonus (value for 
money is the name of the game 
in this mag), prog. 2 is a short 
utility for making sounds. All the 
sound parameters are displayed 
as you changethem and instruc¬ 
tions are displayed on the 
screen, so go ahead and keep 
the neighbours awake for a 
while. They've got to get up in 
the morning anyway, so who 
cares? 




































































DUCKWORTH 
HOME COMPUTING 

ADVANCED BASIC & MACHINE CODE FOR THE 64 

by Peter Gerrard 

For the more serious user of the Commodore 64, this book teaches you all 
about programming in Machine Code, with sections on double precision 
arithmetic and animation, along with a series of chapters on using the special 
features of the Commodore 64. 

The all-important link to Basic is not forgotten, and the opening chapters form 
a guide to improving your Basic programming techniques, along with many 
program examples. Peter Gerrard, former editor of Commodore Computing 
International, is author of Using the 64 and a regular contributor to Personal 
Computer News, Which Micro? and Software Review and Commodore 
Horizons. £6.95 

40 BEST MACHINE CODE ROUTINES FOR THE 64 

by Mark Greenshields 

Provides 40 excellent machine code routines which can be incorporated into 
both Basic and machine code programs. The routines include useful utilities, 
such as the following. Print at: no more need for those weird cursor symbols! 
Move: move an area of memory to another area. Pause: stop a listing at any 
time by pressing the shift key. Function keys: program the function keys. 
Copy: copy any part or all of the character ROM into RAM. Doke: POKE a 16 
bit number into memory. Deek: PEEK the 16 bit number. List alter: list 
programs in any width to screen or printer. Old: recover a NEWed program. 
Invert: invert all or part of the high res screen. Organ: play music while 
running another program. Scroll message: scroll a message across the screen 
while running another program. Flash characters: put flashing text on the 
screen. Split screen: divide the screen into text and high res. Sound: make 
sounds easily without pokes. Envelope: allow complex sounds to be created 
without pokes. A listing of Extramon is also included. Mark Greenshields is 
the author of Mastering the Commodore 64 and Mastering Machine Code 
on the 64, and a regular contributor to Your 64. £5.95 

Write in for a full descriptive catalogue (with details of cassettes). 



DUCKWORTH 

The Old Piano Factory, 43 Gloucester Crescent, London NW1 7DY 
Tel: 01-485 3484 


MAIL ORDER ADVERTISING 

British Code of Advertising Practice 

Advertisements in this publication are required to conform to 
the British Code of Advertising Practice. In respect of mail order 
advertisements where money is paid in advance, the code 
requires advertisers to fulfil orders within 28 days, unless a 
longer delivery period is stated. Where goods are returned 
undamaged within seven days, the purchaser's money mustbe 
refunded. Please retain proof of postage/despatch, as this may 
be needed. 

Mail Order Protection Scheme 

If you order goods from Mail Order advertisements in this 
magazine and pay by post in advance of delivery, BIG K will 
consider you for compensation if the Advertiser should become 
insolvent or bankrupt, provided: 

(1 )You have notreceivedthegoodsorhadyourmoneyreturned; 
and 

(2) You write tothe Publisher of BIG Ksummarising the situation 
not earlier than 28 daysfrom the dayyousentyour order and not 

later than two months from that day. 

Please do not wait until the last momentto inform us. Whenyou 
write, we will tell you how to make your claims and what 
evidence of payment is required. 

We guarantee to meet claims from readers made in accordance 
with the above procedance as soon as possible after the 
Advertiser has been 
declared bankrupt or insolvent. 

This guarantee covers only advance payment sent in direct 
response to an advertisement in this magazine not, for example, 
payment made in response to catalogues etc., received as a 
result of answering such advertisements. Classified advertise¬ 
ments are excluded. 


CONTINUED FROM 69 



10 REM ***** SOUNDNAKER ***** 

20 REN********************** 

30 GOSUB 500; REN SET UP UARIABLES 

40 KE=PEEKC197 3 

50 IF KE-60 THEN GOSUB 600 

60 GOSUB 800 

70 GOTO40 

80 REN 

90 REN********* SET UARIABLES ********** 
500 SID=54272 

510 FOR 1=0 TO 29:POKE SID+I,0:NEXT 

520 AT=8:DC=10:SU=15;RL=10 

530 FL = 100;f r H = 10;PL = 100;PH=0 

540 HU = 16 

550 NL=500;UL=15 

555 SN=1 

556 SN$C0)="UP";SN$C13="DOWN" 

560 GOSUB 2000.REN SET SCREEN 
570 RETURN 

580 REN 

590 REN ******* NAKE A SOUND *********** 
600 POKE SID+24 , UL 

605 POKE SID+24 , UL 

606 AD=A2+DC:SR=S2+RL 

607 POKE SID+2 ,PL:POKE SID+3,PH 
610 POKE SID,PL.POKE SID+1,FH 
640 POKE SID+5 ,AD.POKE SID+6,SR 
650 POKE SID+4 , WU+1 

660 FOR 1=0 TO NL•NEXT 
670 POKE SID+4,WU 
680 RETURN 
690 REN 

700 REN******* UPDATE UARIABLES ******** 
800 IF KE =4 THEN AT = CAT+13*ABSCAT<>153 
810 IF KE =5 THEN DC = CDC+13*ABSCDC<>153 
820 IF KE =6 THEN SU = CSU+1 3*ABSCSU<>15 3 
830 IF KE =3 THEN RL = CRL+13*ABSCRL<>153 
840 A2 = C CAT AND 13+CAT AND 23+CAT AND 4 3 
+ C AT AND 833*16.IF A2=0 THEN A2 = 16 
850 S2=CCSU AND 13+CSU AND 23+CSU AND 43 
+CSU AND 833^16.IF S2=0 THEN S2=16 
870 GOSUB 1500.REN PRINT OUT PARANETERS 
880 IF KE =9 THEN UU=CWU*2 3*ABSCWU<>128 3 
890 IF WU=0 THEN UIU = 16 



900 IF KE =41 THEN PL=PL+SN*10. I FPL>=255 

THEN PL=0.PH=PH+SN 

1000 IF PH> = 16 THEN PH = 16 

1002 IF PL<0 THEN PL=255. P H =PH-1 

1003 IF PH<=0 THEN PH=0 
1010 IF KE =40 THEN SN=-SN 
1020 IF KE =21 THEN FL=FL+SN*10 

1030 IF FL> =255 THEN FL=0; RH=FH+SN 

1031 IF FL<0 THEN FL=255.PH=FH-1 

1040 IF FH> =255 THEN FH = 255 

1041 IF FH< =0 THEN FH = 0 
1050 RETURN 

1060 REN 

1070 REN****** PRINT PARANETERS ******** 
i500 PR I NT" SJ‘• SN$ C ABSC SN =-1 33 
1505 PRINT TABC103,AT,CHR$C 157 3," " i T AB 

C 30 3;DC;CHR$ C157 3; ' " 

1510 PRINT.PRINT TABC103,SU,CHR$C1573, ' 
";T6BC303,RL;CHR$C1573, 1 " 

1520 PRINT.PRINT TABC103,PH,CHR$C1573, ' 
",TABC303,PL,CHR$C1573, ' " 

1530 PRINT.PRINT TABC103;PH;CHR$C1573, ' 
">T6BC303,PL,CHR$C1573, ' " 

1540 PRINT. PRINT TABC 10 3, UlU, CHR$C 157 3, ‘ 

1550 RETURN 
1560 REN 

1570 REN***** INITIALISE SCREEN ******** 
2000 PR I NT" sj‘ • REN CLR/HONE 
2010 PRINT"P1-ATTACK F3-DECAY" 

2020 PRINT.PRINT"F5-SUSTAIN F7-RE 

LEASE" 

2030 PRINT.PRINT" P-HIGH F-L 

0" 

2040 PRINT.PRINT" P-HIGH P~L 

0" 

2050 PRINT.PRINT" WAUEF0RN " 

2060 PRINT.PRINT'ccccccccccccccccccccccc 
cccccccccccccccc" 

2070 PRINT.PRINT" USE W TO ALTER WAUEF0R 
N PRINT.PRINT" P TO ALTER PULSE" 

2080 PRINT.PRINT" F TO ALTER FREQUENCY" 
2090 PRINT.PRINT" PUNCTI0N KEYS TO ALTER 
ENUELOPE" 

2100 PRINT.PRINT" SPACE TO PLAY A NOTE" 
2110 PRINT.PRINT"+ TO INCRENENT OR DECRE 
NENT" 

2120 RETURN 
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TURBOCHARGE 
YOUR SPECTRUM 


Outperforms any Spectrum interface 

TnO I mini i ch Ti irtao f rr\mr\ Dom rrii /ap \ /ai i ^11 ^^.11 Ji L^i l: Aor *1 a r\r~r\r~ a / a i 


The unique Turbo interface from Ram gives you all these 
features - and more - in one unit: 


Or call our credit card hot line on 02514 25252. (Access and 
Visa welcome). 

* A variety of interfaces including Rom cartridges, two 9-way D plugs ^ Electronics ( Reet ) Ltd - 106 Fleet R oad, Fleet, Hampshire 

for standard joysticks, PLUS full expansion bus at rear. 


# Compatible with Kempston and Protek protocols. 

# Works with latest Quickshot Mk II auto rapid-fire joysticks! 

# Choice of Rom cartridge or tape cassette software. 

# Instant program loading with cartridge software. 

# Built-in power safety device - unique to Ram Turbo. 

% Full one year guarantee. 

$ Immediate availability - 24 Hndespatch on receipt of 
P0./credit card details (cheques-seven days) 

% Incredible value - only £22.95. 

So don’t wait around - simply complete 
the coupon and send it to us today. 


r 




Please send me: 

-Spectrum Turbo Interface® at £22.95 

+ £1 p+p (overseas orders £3 p+p) 

_Quickshot II Joysticks) at £9.95 

(Only when purchased with Turbo-normally £12.95 + £1 p+p) 

I enclose cheque/postal order or charge my Access/Visa for £_ 

E33QLLLL 

Name_ 

Address_ 


Tel. 


To: Ram Electronics (Fleet) Ltd, 106 Fleet Road, Reet, Hampshire GU13 8PA. j 

______ BIG K 1 

Trade and export enquiries welcome. 

































The New Force in Software 



FOR 48K SPECTRUM 


i»«*— 

m,, n „ 

- 


GAMES WORKSHOP is the UK's largest fantasy and adventure games com¬ 
pany, with ten years experience behind it. Now we're using our expertise to 
create the best in computer games, and the first three are BATTLECARS, 
D-DAY, and TOWER OF DESPAIR - each with over 90K of programming! 
BATTLECARS is the deadly sport of the future...arm your battlecar with 

I your chosen weapons, and 
se * ect Y° ur battleground; a 
jsjHl 7 gruelling speed circuit or a 

■RfJ town centre labyrinth, 

BATTLECARS is a one or two 
player game of skill, nerve and 

9 * D-DAY is a superb graphic 

* m fllf] wargame based on the Nor 

=| l£SSf * \* j| Ji'VJi, mandy landings of 1944. Two 

_ _I players take the Allied and 

German sides, battling through four seperate scenarios. D-DAY offers an 
enduring tactical challenge to players tired of simple arcade action. 

In TOWER OF DESPAIR, Games Workshop has used its ten years of experi 
ence in role-playing games to create an outstanding adventure. It includes 
two entire 48K programs, and a guide containing a history, map, and illus¬ 
trated clues. 

FOR 48K SPECTRUM AND SHORTLY FOR THE COMMODORE 64 

£7.95 EACH FROM ALL GOOD SHOPS OR DIRECT FROM: 

MAIL ORDER DEPARTMENT,GAMES WORKSHOP LTD., 

27 - 29 SUNBEAM ROAD,LONDON NW10. 
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T222EEZ 


Without warning the alien ships 
invade your galaxy. Can your 
SENTINEL space stations delay 
the enemy long enough for you to 
prepare the planetary defences? 


Your FIRE FLASH guided missiles 
must destroy the incoming 
Interplanetary Ballistic Missiles fired 
from the alien ships standing off 
in deep space. Only your 
command skill can beat off the 
attack so that you can ... 


Xl-x 






* 2 ^ 


... launch PROTEUS, your attack 
craft, to clear your galaxy of the 
enemy. Armed with guided 
missiles you can attack in safety 

or can you??? 


You finally reach the alien 
home planet where you must 
destroy their base to win 
. the FINAL BATTLE1 


Space Odyssey is four complete arcade-style adventure games suitable 1 
for 16K and 48K Spectrums. Written in machine code to give high \ 
performance graphics, each game is a complete space battle as 
well as being part of the greatest space adventure ever played. 

You choose the scene and make the command decisions. 

But be warned! The Aliens fight back! 

Space Odyssey comes as a 4 cassette pack 
complete with all playing instructions 
and is available only from 


To: Abacus Programs. FREEPOST. Swansea SA5 5ZZ 


Please send me 


Space Odyssey on 4 cassettes (as illustrated). 




716 Llangyfelach Road. Treboeth, 
Swansea SA5 9EL. 

Tel: 0792 799193. 


enclose £14.95 each (including postage and packing). 

I enclose cheque/postal order for £_ 

• Please debit my Access card no: i_i_ . ■ . ■ ■ 


Signature: 


Name: Mr/Mrs/Ms . 
Address:_ 


Postcode:. 


PLEASE ALLOW UP TO 7 DAYS FOR DELIVERY 
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STANDS for 'Computer 
Aided Design'. Put more 
simply it means drawing pic¬ 
tures with a computer and it's 
a fun thing to mess around 
with. 

Looking around the racks 
of Rip-Off Software Inc. it 
doesn't take a great deal of 
savvy to suss that every CAD 
package available is 'power¬ 
ful, easy to use and versatile'. 
They also cost over twenty 
crisp oncers and they're 
usually in BASIC. Which is 
one reason for the existence 
of Graph-Pac. 

First of all don't be put off it 
by the voluminous instruc¬ 
tions. For the most part the 
only keys needed are the red 
function keys so all you need 
to do is slip a strip (poetry, 
geddit?) of key names under 
the plastic bit and there 
should be no problem. Any 
other keys are fairly obvious; 
COPY saves or loads a screen 
from tape, Q (for quit) gets 
you out of the program, etc. 

The program centres 
around a technique known as 
'Rubber Banding'. An ani¬ 
mated line stretches from a 
fixed point to a cursor whose 
position is controlled by a 
joystick. Once you're happy 
with the position of the line 
press the fire button and the 
line is 'fixed' in position, the 
new fixed point being moved 
to the cursor position. If you 
don't have a joystick then 
invest in one. Believe me it's 
worth it for speed and ease 
of use. 

Looking at the function 
keys first, starting from the 
top and working down: 

F9 is used to draw ellipses. 
The joystick is used to control 
a rectangle which defines the 
limits of the major and minor 
axes of an ellipse (which is a 
flash way of saying an ellipse 
fits in the box). Get the rec¬ 
tangle to the size of ellipse 
you want and press the fire 
button. The rectangle disap¬ 
pears and an ellipse takes its 
place. You can have the 
ellipse rotated left or right, 
using the '<' and '>' keys to 
rotate the box before it's fixed 
and the origin (at the centre) 
can be moved along the x and 
y axes using the cursor keys. 

Rectangles are drawn using 
the f8 key. Exactly the same 
as the ellipse key but a rec¬ 
tangle is produced. It can be 
rotated and have its origin 
moved in the same way as 
the ellipse. 

Function key 7 is used to 
position text on the screen. 
After pressing f7 just enter 
text which will appear at the 
cursor position. Move it 
around with the joystick and 
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use the fire button to fix it. A 
useful point to remember is 
that CTRL H, I, J and K can be 
used to move back, forward, 
down and up respectively. 
This means you can have 
vertical or diagonal text. If 
you've defined characters 
using the character definer 
(more of that later) these are 
in the function keys in the 
order you defined them (fO 
first character, fl second etc.). 
Just press them, you'll see. 

Logically displayed colours 
can be changed using f6. This 
uses the VDU19 command 
and might need some exper¬ 
imentation. The routine 
expects numbers which must 
be input using the function 
keys. A list of logical colours 
is shown on page 165 of the 
User Guide. I'm sure you 
don't need wet nursing 
through it; just follow the 
prompts as they appear. 

Coordinates of the cursor, 
current rubber band length 
and angle from the horizon¬ 
tal can be displayed using f5. 
Useful for accurate position¬ 
ing of lines. 

Line colour (and fill colour, 
more later) is changed using 
f4. Again this expects a num¬ 
ber from the function keys. 
Check page 165 of the BBC 
Bible for the numbers of the 
colours. 

F3 gives you an eraser. Be 
careful with this if you're 
working on something 
important. What happens is 
the cursor is replaced by a 
small triangular shape. This 
systematically demolishes 
anything it passes over in 
much the same way as a pen¬ 
cil eraser. Once it goes you 
can't get it back. Press the fire 
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button to get rid of it. 

After you've mucked about 
with the rubber band for a 
while you'll probably realise 
it's a pain having each line 
connected to the previous 
key. Key f2 solves this by 
turning the line on and off. 
Once the line is off move the 
cursor to a new position and 
press the fire button. Turning 
the line on again will show 
that the new start position is 
the cursor position. (Sounds 
confusing? Try it, you'll soon 
get the hang of it). It's a good 
idea to have the cursor on 
while you're doing this so you 
know where you are. The 
cursor is toggled on and off 
by fl. 

Function key 0 is fun. This 
is the fill routine. Position the 
cursor anywhere inside a 
shape and press fO. The shape 
fills with the current line 
colour. The routine only fills 
black areas and be careful that 
the area you fill is fully 
bounded by lines or blocks of 
colour. If notthefill will bleed 
over the screen boundaries 
and tie itself in knots. If this 
happens just wait a while, it 
gets fed up after ten minutes 
or so and stops but it's a real 
pain waiting. 

That just about ties up the 
function keys, which leaves 
us with a few others dotted 
about the keyboard. Pressing 
ESCAPE clears the screen 
after checking that you really 
mean it. If you do, press 'Y' 
when it asks you; if not, any 
other key will do. The cursor 
keys are used for moving the 
origin of the rubber band and 
COPY takes you into 
load/save to preserve your 
precious masterpieces. Just 
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follow the prompts. Pressing 
ESCAPE will abort. 

Unfortunately there was no 
room left for a printer dump 
and anyway, different people 
have different printers. 
Pressing 'Q' lets you out of 
the program without 
destroying the screen image 
so you can run your own 
printer dump. Typing 'RUN' 
gets you back into Graph-Pac. 

The 'TAB' key lets you 
define characters which can 
be put on the screen in text 
mode (f7). As mentioned ear¬ 
lier your characters are stored 
in the function keys in the 
order you define them. The 
procedure is simple enough, 
after pressing the 'TAB' key 
you will see a small area in 
the bottom right of the screen 
with a small cursor in it. Use 
the cursor keys to move the 
cursor around and the 
'SPACE' key to make or 
unmake a mark (each char¬ 
acter is made of an eight by 
eight matrix). When you are 
happy with your design press 
the 'TAB' key again. 

Finally there is a textured 
fill, of sorts, which is rather 
fun to muck about with. It's 
toggled in and out by press¬ 
ing 'T' (for texture) and all it 
does is stop the rubber band 
from erasing itself before it 
moves. The result is a rather 
pleasing moire effect. 

The listing is in two parts. 
Type in the first part and save 
it. Type in the second part, 
save it as 'GP2' after the first 
part and run the first part 
which chains the second part. 

And that just about sums it 
up. If it seems confusing don't 
worry — it's a lot easier than 
it looks. 
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DORKSLAYER! 




Been exposed to any gamma radiation lately? 


Had a radioactive spider bite you? Then you 


could appear in a Scott Adams adventure! 


STEVE KEATON probes the new quest for comic 


superstars 


UPON THE silver screen a 
man-mountain called Arnold 
poses dramatically. Triceps 
baking in the Mexican sun, 
he raises his broadsword high 
above his head and glowers. 
Around him, Sara Douglas’ 
surly thugs (no doubt recog¬ 
nising this stance as a pre¬ 
lude to much physical dam¬ 
age) groan with dismay. An 
ambush, they realise, was not 
the wisest of moves. With a 
grunt Schwarzenegger 

punges forward and severed 
eads and sundry organs fly 
Carelessly into the air. The 
audience whoop in wide-eyed 
delight. 

The movie of course is Con- 
n the Destroyer , to my mind 
e finest attempt yet to cap- 
re the real glory of Sword 
d Sorcery on film and indis- 
jnsible viewing for 
rlhchair adventurers. Why 
though, I wonder in these 
days of rampant licensing has 
the genre’s premier hero gone 
unconverted? I mean, Conan 
would be a natural for his own 
adventure series! As if in 
agreement Arnold swings a 
size of a small truck 


and a passing horse crumples 
into an undignified heap. 

An hour or so later, follow¬ 
ing a climactic battle with one 
of Carlo Rambaldi’s grosser 
special effects, I muse further 
on the subject. Surely the 
Marvel Comics Group, whose 
innumerable Conan publica¬ 
tions have done much to 
popularise the character, 
could adapt him? Their recent 
coupling with Scott Adams’ 
Adventure International 
company — for the Quest- 
probe adventure game series 
— certainly gives them the 
machinery (the late Robert E. 
Howard’s estate notwith¬ 
standing). I put this to Mike 
Woodruff, of Adventure In¬ 
ternational’s UK appendage, 
Calistro. 

“Conan?” he exclaimed, 
dashing my hopes with a 
brick, “I think that’s unlikely. 
He’s certainly not due to 
appear in any of the Quest - 
probe games. We’ll only be us¬ 
ing characters from the stan¬ 
dard Marvel Comics Uni¬ 
verse, like Spider-Man, The 
Hulk and the Fantastic Four. 
It’s a themed series and I 
mean, there’s no way that 
Spider-Man is likely to meet 
Conan is there?” he chortles 
knowingly. 

Of course that’s highly 
possible in Marvel’s many 
team-up titles but his point is 
clear. Questprobe is strictly 
for the superhero brigade. 
Closet Cimmerians like my¬ 
self it seems have been left 










































out in the cold. Some people 
clearly have no vision. 

As this issue of BIG K 
shambles aimlessly on its 
way toward the printing 
press details are sparse on the 
new Questprobe game, 
Spider-Man. It’s only a third 
complete. “All I can reveal,” 
says Mike “is that the adven¬ 
ture co-stars Madame Web 
and the Sandman as well as 
some of the best graphics yet 
seen on a home micro. We’ve 
developed a special graphics 
routine for it which will en¬ 
able us to make the most of 
available memory. As with 
The Hulk it’ll be available for 
a host of machines. In addi¬ 
tion to the Spectrum, 
CBM64, Atari (32K/48K 
disc), Apple (disc), Dragon 32, 
TRS80 and BBC we aim to 
produce a version for the Am- 
strad and possibly MSX. 
We’ve a team of two program¬ 
mers and three artists work¬ 
ing on the U.K. conversions.” 
Mysterious Adventures’ 
mainman, Brian Howarth 
who was originally mooted to 
convert the games left the 
project some time ago. 

“Initially Scott Adams 
writes all his adventures in 
test-only form on his 48K 
Model 1 Tandy ,” continues 
Mike. “Then he forwards 
them to Marvel for story 
approval and illustrations; a 
Marvel artist draws each 
scene in the game. The final 
coding is then done in Florida 
(Atari, Apple, CBM disc ver¬ 
sions) and the U.K. Inciden¬ 
tally, Scott has actually rede¬ 
signed the interpreter in his 
adventure-generator for 
Spider-Man , to allow for full 
sentence input. It’s the first 
time he’s offered more than 
the usual verb/noun format 
in one of his adventures!” 

Adams is of course some¬ 
thing of a coffee-table name 
amongst Dorkslayers. 

However his initial reluct¬ 
ance to cater for the U.K. 
market has left him less than 
well played. I suspect I’m not 
alone in claiming my intro¬ 
duction via The Hulk\ It’s a 
game that’s been steadily 
driving me off my trolley 
since its release. Has anyone 
else had trouble with the ants, 
oris it just me? 

Spectrum, CBM64 and 
Apple/Atari owners will have 
enjoyed the best Hulks as 
these are the only versions to 
feature both text ‘n’ graphics. 
Regular readers will no doubt 


be amazed at this statement 
knowing of my well 
documented dislike for 
graphic adventures! But for 
once I actually believe that 
the art adds to the gameplay. 

Thirty individual drawings 
are featured and these are 
augmented to great effect by 
a number of stylish overlays. 
A barren terrain frinstance 
is suddenly made to sprout 
anthills and then giant ants 
(curse ’em!) Such invention 
more than compensates for 
Scott’s stilted, prehistoric 
prose style. 

Initially bound to a chair in 
the guise of puny Bruce Ban¬ 
ner you must bust loose and 
ransack the Chief Examin¬ 
er’s dodgy dimension for 
glowing gems (dunno why). 
The Chief Examiner by the 
way is the overseer of the en¬ 
tire Questprobe series. Hav¬ 
ing successfully trashed the 
chair you’re well on your way 
to encountering former su¬ 
perhero colleagues Doctor 
Strange and Henry Pym 
a.k.a. the Ant Man (a role 
Pym actually gave up some 
time ago) as well as some 
grade A villains like Ultron. 


and Nightmare. A Quest¬ 
probe comic (which must be 
said is fairly dire) sets the 
scene for the game. 

Much as I like The Hulk 
though, I don’t really think it 
cuts much ice as a genuine 
Marvel Comics spin-off. Try 
and smash the place up in the 
grand green tradition and 
you’re curtly told that ‘the 
Hulk (tm) is no vandal’. 
Clearly an untruth! However 
Woodruff is adamant that the 
series is authentic! “We’ve a 
big comic collection in the 
office and our main artist, 
Teoman Irmak is what you 
might call a ‘True Believer’. 
‘The Official Handbook of the 
Marvel Universe’ is our bible. 
We use it as a reference 
source to avoid any embar¬ 
rassing mistakes.” 

This might explain why the 
seems free of any excep¬ 




tionally silly bugs. A shame 
as I’ve always regarded blun¬ 
ders as plus points. I can only 
advise frustrated (Spectrum) 
Hulkers not to beat the EN¬ 
TER key (with their heads) 
too often as you’ll find your¬ 
self locked into a ‘I can’t do 
that . . . yet!’ cycle. Even 
suicide brings no release. 
Keep banging away and the 
game NEWs itself. If anyone 
finds a more notable gaff let 
me know. 

While unusual the Marvel/ 
Adventure International col¬ 
laboration is by no means un¬ 
ique. The precept was set 
some time ago in the States 
by Marvel’s comic rivals, DC 
and Atari — then both owned 
by Warner Communications. 
The two shared a relationship 
that stretched back through a 
number of early releases for 
the elderly 2600 VCS. Titles 
such as Berserk , Defender 
and Star Raiders were all 
packaged with free half-size 
comic books. This crossover 
peaked with the release of the 
multi-cart graphic adventure 
Swordquest , a set of games 
not unlike the Raiders cart in 
^style. The comics actually 
lelped flesh-out the 
Videogames, adding plot and 
fmotive to the four ROM epi- 
Tsodes. They also contained 
* clues, significant as Atari 
were offering an astonishing 
$150,000 worth of prizes to 
those that could solve th£ 
series. The challenge never 
made it across the pond. 

$ot to be outdone Marvel/ 
btt Adams are also offering 
prize, although they’re 
jfing it y cagey at the mo- 
*mne knows what it 
"another three years 
orobejS^lfto run it 
^good! Shame 
l though . . . 





























COMMODORE64' SPECTRUM • BBC • OR1C • DRAGON "TANDY 


IF YOU THINK YOU'VE GOT 
THE BETTER OF YOUR COMPUTER, 
YOU'D BETTER THINK AGAIN.... 


I OTHLORIE N 


CONFRONTATION 

Build-on game that offers a basic format 
for any modern, non-nuclear conflict. 
Contains a modern European scenario 
with facility to create others of your 
choice using air and land forces. 
Two-player game. 

Spectrum 48K £7.95 

DDfVD £795 


RED BARON 

Offers the excitement of arcade action 
but requires the tactical thought of war 
games. Pit your biplane against one or 
two of the Kaiser's aces in this aerial 
combat game. 

Spectrum 48K £5.95 


BATTLEZONE 2000 

Futuristic wargame. 
Your tanks, missile 
launchers, infantry etc. 
have to destroy an all 
powerful computer- 
controlled battle machine. 
Can you save Planet Earth? 
BBC-B £6.95 


DREADNOUGHTS 

Suspense-filled high seas drama as the 
pride of the German Grand Fleet is locked 
in battle with the Royal Navy. 

Two-player game. 

Spectrum 48K £5.95 


PARAS 

Dramatic all-graphics campaign. 

Your hand-picked force has dropped 
behind enemy lines to capture a strategic 
river crossing. Two versions of the game 
with ten levels of play. 

BBC-B £6.95 

Spectrum 48K £5.95 

Oric 1 48K (coming soon) £6.95 


■graph! 


JOHNNY REB 

There's still plenty of fight left in 
Confederate South as each side i 
forces to manoeuvre on a full- 
battlefield. Play against the compi 
challenge a friend. 

Spectrum 48K 
Oric 1 48K 
BBC-B 

Dragon 32/Tandy Colour 32K 
Commodore 64 (coming soon) 


Available from John Menzies, Lightning Dealers and better 
software shops or dip the coupon for fast delivery. 


F 


Please send me (tick box) 


Johnny Reb 


Confrontation 


Red Baron 
Paras 


Spectrum 48K 
BBC-B 

Spectrum 48K 
BBC-B 
Spectrum 48K 
Oric 1 48K (coming soon) 


£7.95 


£7 95 


£5.95 


£6.95 


£5.95 


£6.95 


Spectrum 48K 
Oric 1 48K 
BBC-B 

Dragon 32/Tandy 
Colour 32K 

Commodore 64 (coming soon) 

Dreadnoughts Spectrum 48K 
Battlezone 2000 BBC-B 


£5.50 . 
£6.95 : 
£6.95 ; 


£6.95 


£6.95 


£5.95 ^ 


£6.95 


Free colour catalogue listing all Lothlorien games □ 


I enclose a cheque/P.0. for £_ 


Please debit my Access No._ 
Name_ 


_made payable to M C Lothlorien. 
_/_Signed_ 


Address- 


Send to: M C Lothlorien, Dept. 
Poynton, Cheshire SKI 21AE. 
Tel: Poynton (0625) 876642. 


, 56a Park lane Add res 


*Payah 


Despat 

































































HELP! 






-JSS&S 5 '' 

y^aP"' 08 > 


^ . e/a 

W-^Ss 


SggS® 


left in the 
i side selecl 
iill-graphics 
»computer! 


S?si 2 ig§ 


gsgessfeg; 

hoams, Slia"'« ~ ■ 


beams, 


, r,c^ < cXv'V a \C 

mrfP 


fSeque/ to wj?« Re Wsif, 
y <*"d,eam? yc ' ue 


^JESSS-t 

quarterof year s 
xcitina r£!t heir tress. 


□ Chartbuster. □ Loco □ Contract Bridge 
^ □ Rocket Roger □ Aztec Tomb Revisited (Part II). 

Please indicate programs required and whether tape T or disk D 




I enclose a cheque/PO* fort 


Alligata Software Ltd 
1 Orange Street, Sheffield SI 4DW 
Tel: (0742) 755796 


Charge my Access. 


Name 


Signature 


Park Lane, 


Address 


‘Payable to Alligata Software t Allow 75p for post and packaging 

Despatch is normally made on receipt of order and should reach you within 7 days 


■■■■■ ■■■ ■■■■■ 

Software Limited 


THE ALUGAIA WILL 
ALWAYS M5ET YOU 


Another set of amazing specials from the 
software house with the reputation for 
fast machine code action, high resolution 
graphics and unbeatable quality. 

Games to keep you enthralled. 

Games to get hooked on, but 
never bored, because once 
you've started you'll keep |\ 

coming back for more. , jgStPjPill 


(Disk £11.95) 7 ■ ^ 

you should bite our arm off 




i ml 




wfS)— x 








































SIMON SIMONS 


r S SI S8S£i! y .ys’PO 

at f , 0; paper f £3; , , ' p Sp 

I^e^BT^STWT^af ” : GO SUB 30 


155 

LET 

i* = INKEY*. 

IF i*=““ 

THE 

N GO 

TO 

1S5 



! 2“ 

157 

IF 

i * < >*' 1“ 

THEN 

IF i* C > * 

THEN 

IF 

i * < > ** 3 “ 

THEN 

IF ito’ 

' 4 “ 

THEN 

IF 

i * < > “ c “ 

THEN 

PRINT RT 15 

,26, 

PRPER 2, INK 6, 

FLASH 1, 

; ** 

11 : 

BEEP .5,0 

: BEEP 1,-20: 

PR I 


1030 IF a*<f)='*3" THEN PRINT RT 
12,13; INK 0; PAPER 7; BRIGHT 1; 
OUER l; " ”;RT 13.. 13, “ “: BEEP 

a , 3 : PRINT RT 12,13; PRPER 0; B 
RIGHT 0; INK 7;“0“;RT 13,13;“O 


2 LET no=0: POKE 23656,0: LET 
f!€ys=e: REM 

POKE 23658,0 sets the computer 
to lower case letters and 

LET Keys =0 switches o f the Key 
system on the currah speech 

3 REM to wake it easy for you 
to type in the large letters I 
have placed the appropriate 
graphic Keys in a REM statement 
after that line,The cosputer 
should be put into graphics node 
and then the Keys should be 
typed in.A 'c* before a number 
means CAPS SHIFT should be 
pressed and "sp" means a space, 
ror the graphics for Simon the 
Keys can be found at 2002-2008 

5 PRPER 0; BORDER 1: INK 7: C 

L5 

5 GO SUB 9000 

7 GO SUB 7000 

S IF no THEN GO TO 1© 

2 GO SUB 6000 

10 LET P$="00000“: LET a$=“": 
LET a =1 

11 CLS 

12 LET r $ = "LEl>EL 1-9? FOR f 

=20 TO 0 STEP -1: PRINT RT 10, f ; 
r $: BEEP .005, f : BEEP « 005,20-f : 

NEXT f: LET £$ = "WOt levul W (Uh) 
d y (ouu) l(ii.U‘‘: PRU-5E 100. LET 
s* = ''won t (ouu) n (ii)n“: REM 
s$ is used in conjunction with 
the currah speech unit and need 
not be typed in if you don't 
h a v p one 

13 LET i $=IMKEY$. IF i :* s “J “ OR 

i*>“9“ THEN GO TO 13 _ 

14- FOR f=l TO LEN r$: PRINT RT 
10,0; r $(f TO ) : BEEP .005, f : NE 
XT f 

16 LET 3=1/URL i*: LET LEUEL=U 
RL 1$ 

17 CLS 

16 PLOT 136,96: DRRW 0,-34-: DR 
RU -34-, 0 : DRRU 0,34-: DRAW 34., 0 

20 LET 90 =1 ^ „ ...... 

30 PRINT RT 10,13; INK 2;"4 
INK 6; * <0 ** ;«T 11,13; INK 2; " JL 
; INK 6; •*£.*'; RT 12,13; INK 7; “ O. 

INK 4-; ,J f "; RT 13,13; INK 7; " \ 
i ”, INK 4-; ” H- " 

4-0 FOR f=104. TO 4-3 STEP -16: P 
LOT 207 , f : DRRU 4-1,0: DRRU 0 , -9 : 
DRRU -4.1,0: DRRU 0,9 NEXT f 

50 PRINT RT 9,19;”GO'S : " ; AT 1 
1,19; "TOTAL . ** ; RT 13, 13; “LEl'EL." , 
RT 15,13;"ILLEGAL KEY; ;RT 9,26; 
”00000 ,, ;RT 11,26; “00000"; AT 13,2 
6; ''00000" ; RT 15,26; PRPER 4-;” 


GO 


60 PRINT RT 2,4-; INK 4.; BRIGHT 

1; r 


5ZMDN 

© PRINT INK 5;'" © Ant 


NT RT 15,26; PRPER 4-;“ 

TO ISO 

159 IF i *=”C” THEN FOR g = l TO L 
EN a * : BEEP a , URL a$(g) : NEXT 9 

GO TO 150 

160 IF i*=“l“ THEN PRINT RT 10, 

13; INK 0; OUER l; PRPER 2; BRIG 
HT 1;“ ";RT 11,13;“ BEEP a, 

1; PRINT RT 10,13, PRPER 0; BRIG 
HT 0; INK 2; " A RT 11.. 13; “ J. " . 
IF 3 * ( f) < >“1" THEN GO TO 500 

170 IF i * = ”2" THEN PRINT RT 10, 
15; INK 0, PRPER 6; BRIGHT 1; OU 

EP. I;'* "; RT 11,15;“ BEEP a, 

2: PRINT RT 10,15, PRPER ©, BRIG 
HT 0, INK 6;“-0";RT 
IF a* if) <>'•£" THEN GO Tu 500 
180 IF i*=“3“ THEN PRINT RT 12, 
13; PRPER 7; INK 0; BRIGHT 1; OU 

ER 1;" “;RT 13,13;“ “: BEEP a, 

3: PRINT RT 12,1-3; PRPER 0; BRIG 
HT 0; ” O "; RT 13,13; “O": IF a$if 
J <>“3“ THEN GO TO 500 
190 IF i$ = "4- u THEN PRINT RT 12, 
15; INK 0; PRPER 4; BRIGHT l; OU 

EP- l; “ ; HT 13, 15; “ “ . beep a , 

4: PRINT RT 12,15, PRPER ©; BRIG 
HT 0; INK 4-; " f “; RT 13, 15; “ ** “ . 
IF a$(f) < > “4-" THEN GO TO 500 
200 NEXT f. FOR f =60 TO -60 STE 
P -2: BEEP .003,f: NEXT f: IF go 
./'ll = INT (go/10) THEN LET a*=““: 
LET a =a-. 1: LET LEUEL=LEUEL + 1: I 
F LEUEL = 11 THEN GO TO 2000 
210 GO TO 100 

500 PR INT RT 10,®; OUER . 

3; BRIGHT IjiJJJrfrffci^f .> ATT 11 
, 0 ; Ul r. ui 1U« : BEEP I , -30. B 
EEP 2,-50. LET 5 t='Ton (53) it ( 
sh) (uh)d hav h(ee)n“: PAUSE 1=>0; 

PRINT RT 13,0; INK 6;“ It ShOU 
id"; RT 14,0; INK 6; “ have been: 
". LET Z = 10-L.EN a$: LET Z=ZS&: P 
DINT RT 15,Z+2;: FOR f = l TO LEN 
Si. PRINT INK 0 + 2 * la*lf)=“1”)+6* 
; a 2 i f ) = “2“) +7i(a$(f) =“3 “1 +4-* (a$ ( 
f .1 =“4.“) ; a* ( f ) ; : NEXT f : PAU5E 30 
LET a =1: GO SUB 1000 
505 REM C 5 C5 C5 C4- C5 C 4- C5 Cl 
5535: cl Cl CS C7 Cl C5 

C5 7 5 C2 4- 

510 LET 2$=“-=PRE5S ANY KEY TO 
START E—END=—" 

515 LET S$="pres anlee) klee) t 
(ouu.) st Or) t (or) (ee) t fouiU 

~520 PRINT »0;RT 0,0; INK 2; PRP 
ER 6; BRIGHT 1;Z*: LET Z*=Z*(2 T 
O ) +Z $ (1) 

530 FOR F = 1 TO 5 : IF XNKEY*<>"” 
AND INKEY*O'e" THEN GO TO 2 
532 IF INLKEY* = “e “ THEN GO TO 4© 
00 

535 PRINT AT 2,4.; PRPER 0; OUER 
1; INK R ND*4.+*;" 


104-0 IF a * ( f ) =" 4-“ THEN PRINT RT 
12,15; INK 0; PRPER 4-, BRIGHT 1; 
OUER 1," “;RT 13,15,“ BEEP 

a, 4-: PRINT RT 12,15; PRPER 0; B 
RIGHT 0 ; INK 4; ” f “; RT 13, IS;" 1 ** 


1050 NEXT f ; RETURN _ „ 

2000 BRIGHT 1. DIM fe*15,50): LET 
* ( 1 » =“■ 


S_‘ : LET k * (3) = “ IF 

^_ET k*(4T=“ 1 ..r 


REM k * (1) =C3 C 3 C-3 C7 C3 C3 

C3 c? C3 C 7 SR 4- C3 4- C3 C3 C3 4 
Sp Sp sp c 7 

2004- REM **(2.>=c3 SP sp sp sp 5 
■:5 SP ca I C3 2 5 5 SP sp 5 5 C4- 
C 7 SP C5 _ _ 

2006 REM k *(3) =3 3 3 C5 Sp 5 sp 

SP C5 SP 3 sp 5 5 sp sp 5 5 sp 1 

c 7 c 5 

2006 REM k * (4-) = C3 c3 C3 c5 c3 C2 

C 3 C 7 c5 sp sp sp 5 5 C-3 c3 c2 
5 SP SP 1 c5 

2010 PRINT RT 2,0;: FOR f=l TO 5 
. PRINT TRB 4-; INK 4-, k*<f, TO 27 

2020 FOR g =1 TO 28: FOR f=l TO 5 
PRINT RT f + 1 ,4-, INK 4,fc*lf, TO 
27) : NEXT f: FOR f = l TO 5: LET 
k* < f) =k* ( f ,50) +k* C f , TO 4-9): NEX 
T f : BEEP .005, f +9 NEXT g 
2030 FOR f-1 TO 17: LET t=U5R 32 
80: BEEP ,005,/. BEEP . ©05 , f Pi : 
BEEP ,005,/. .NEXT / 

204-0 FOR g =1 TO 28 STEP 1: FOR f 
= 1 TO PRINT RT f 1-1,4; INK 4;X 

5(fj TO 27). NEXT f: f OR f=1 TO 
5 . LET k $ ( f ) =k * C f , 2 TO ) Pk $ ( f ,1) 
rJF x'T r • BEEP . 005, f +g : NEXT g 
2050 PRINT RT 8,B, INK 3,“BOWS D 
OWN TO YOU";AT 10,6; INK 5;"BECA 
USE YOU HAUE";flT 12,11; INK 6;*'B 
EATEN HIM" 

2999 STOP 

3000 LET count=0 

3005 LET s$="£top (dth)u t (ay)p'* 
3010 OUT 254-, 0. OUT 254,0: OUT 2 
54,1 OUT 254-, 2; OUT 254,3: OUT 
254 4 OUT 254,5: OUT 254,6: OUT 
254- , 7 : OUT 254,1: OUT 254,1: OU 

3020^LET COUnt=COUnt+l: IF IN 65 
330=255 THEN LET court t=& 

IF count =100 THEN RETURN 
3030 GO TO 3010 

4000 FOR F=0 TO 24. PRINT tt0;AT 
1.0; PRPER 1,,: LET L=U-SR 3582: 
BEEP •005,F: BEEP »S05,Ffl: BEEP 
,©05,F: NEXT F 

4010 FOR F =0 TO 24-: PRINT_tt0£RT 


thony 


70 PRINT INK 
Shaw 27.04.84" 

100 LET r = INT lRN[>r4i 4-1 
105 PRINT RT 9,26; PS* TO 5-iLEN 
(STR* (LEN R*)))).;LEN A*l-1;A7 1 

1,26; PS i TO 5-(LEN 15TR* GO) ) ) ; G 
O; RT 13,26, P*( TO 5-(LEN (STR* L 
EUEL)));LEUEL 
110 LET a*=a*+5TR* r 
120 GO SUB 1000 
130 LET go =go +1 
140 FOR. f=l TO LEN a* 

150 LET i * = INKEY *: IF i*t>““ TH 
EN GO TO 150 


540 NEXT F: GO TO 520 
1000 FOR f =1 TO LEN a* _ 

^010 IF a*Cf}='*l** THEN PRINT RT 
10,137 INK 0; 

OUER l;“ ”;AT 11,13, 

3,1: PRINT RT 10,13; INK 2; PRP 
ER 0, BRIGHT 0; “ A "S&T 11,13; -L 


1,0; PRPER 0 ;., 

BEEP ■005,24—F 
BEEP .005,24-F 
4020 INK 3 
4025 BORDER 1 : PRP ER 3: CLS 
4030 


LET L=OSR 3582: 
BEEP * 005,25-F . 
NEXT F 


KIBTHE t 


1020 IF a*(f) =“2“ THEN 
10,15; INK 0; PAPER 6, % BRIGHT 1, 
OUER 1;” ";RT 11,15; 

3,2: PRINT RT 10, 15, !PAPER 0 , f B 

RIGHT 0; INK 6; “ ^ ; PTT 11,15; C. 


4040 PRINT RT 7,0. 55 
4 100 FOR f =6S TO -50 STEP -4. BE 
FP , 005 , f : BEEP = 005 . f +1: BEEP 
005,- f. DEEP .005,C NEXT f 

4110 DIM d *(192) : FOR f=l TO 10: 

FOR g =1 TO 7: PRINT RT 7,©, PRP 
ER 0 , OUER 1, INK g,d*. BEEP ,00 
S,g. BEEP .005,f+g: BEEP .005,/+ 

































IT 
l; 
:ep 
b 
1 O 

IT 

1; 

:EP 

B 

' «* 




C3 
3 4 


iP 
> 1 


C2 

c2 


D 5 
27 

3 5 
TO 
ET 
NEX 


32 

1: 

R f 
4-; fc 
TO 
, 13 
*3 

S D 
ECfl 
; "B 


)P 
T 2 
UT 
OUT 

ou 

65 


AT 

2 : 

EEP 

RT 
>82: 

■ p • 


E 


BE 
:P « 

10 : 
PAP 


9+1: BEEP .005,g: NEXT g: NEXT f 
4-120 FOR f =60 TO -60 STEP -S: BE 
EP 005 , f : BEEP . ©05 . - f : NEXT f 
4130 FOR f=l TO 10©: PRINT RT IN 


BE 


T (RND+4) +7,INT <RND*31i ; " 

EP . 005 , f —4-5 : NEXT f 
4140 FOR f =0 TO 22: LET UUSR 32 
30: BEEP .05,f; NEXT f 
4150 FOR f=l TO 200. PLOT INK RN 
D*4+4, INT (RND*255'; INT <RND*175 
3: OUT 254,INT <RND*255>: NEXT f 
4160 INK 0 

4170 INK 5: PLOT 110.70: DRRU 0, 
20: DRRU 10,0. DRRU ©,-5: DRRU 5 
1 5: DRRU 10,0: DRRU -i©.-10: DRR 
W 10,-10: DRRU -10,0 DRRU -5,5. 
DRRU 0,-5: DRRU -10.0 


4180 PLOT 112,72 
U 6,0. DRRU 0,-7 
6,0: DRRU -8,-8 


DRRU 0.16: DRR 
DRRU 7,7: DRRU 
DRRU 8,-8: DRR 
DR 


U -6,0. DRRU -7,7; DRRU 0,-7 

SW -6,0 

4190 PLOT 103,62. DRRU 39,0. DRR 
W 0,36: DRRU -39,0. DRRU ©.-36 
420© DRRU 0,36: DRRU 9.5,15: DRR 
W 20,0; DRRU 9,-15 

4210 PRINT RT 8,14: ODER 1; "BIG" 
4220 FOR f =80 TO 78 STEP -1; PLO 
T 110, f : FOR 3=1 TO 4-. E»RRU 2,2. 

DRRU 2,-2: NEXT g . NEXT f 
4300 BORDER 0. PRINT RT 2,11, IN 
K 3; !l S I M O N “ 

4310 PRINT RT 4-, 2, INK 5, “Ufitte 
n by Anthony Janes Shaw 
432© PRINT RT 6,14.: INK 6; n for M 
4322 INPUT •*■*: LET S$ = "S { i i ) w (Uh 
)n riten b Cii) antun (ee) j (ay) 
isz (sh) tor) f (or) bi f.qgj k. 

PAUSE 32© 

4324 LET s$=" ( th* Joyy) f (or) 

Pltayli tng) (ii) htoolpd m £ou 

u* enjiOM.’d it** 

4326 PAUSE 200: LET s*="(gg) (uh) 
(dd.» b(ii)" 

4330 DIM d*(7.). FOR f = 1 TO 7. BR 
IGHT 1: FOR g=7 TO 14: PRINT RT 
3,12, INK f; OUER l;d$: NEXT : 
NEXT f : GO TO 433© 

4999 STOP 

500© REM auto save routine 
5010 CLERR . SADE “SIMON SAYS” L 
INE 0: VERIFY "SIMON SAYS' 1 : RUN 
6000 LET Z=S CLS . PRINT HT 2,4 
; INK 4; BRIGHT 1;* 


□IN 


6010 PRINT INK 5; * 
Sh 5 w 27 24." 

6020 PRINT INK 6; ' 
. INK 2;"6"; INK 4 
INK 6; "O"; INK 
6030 PRINT INK 6; 

based on the 
e called SIMON. 
IMON is to repeat 
sounds and colours 
s produced.Uhen 
ht another sound 
added to the 
goes on un ti l 
in the sequence, 
ill then be 
will be shown 


“ © Anthony J 

** Ue t co»e to " 
;“1“, ink 7; "M 
2; “N“ 

This game is 
electronic gam 
The idea of S 
a sequence o f 
which SIMON ha 
you get it rig 
and co lour is 
sequence-This 
there are ten 
new sequence w 
generated but 
slightly faste 


6040 GO SUB 6500 

6050 LET Z = 17; PRINT RT 9.0; INK 

6;" The screen.looks line.t 

h i S : 

6051 PLOT 136,96. DRRU 0.-34: DR 
RU -34,0: DRRU 0,34: DRRU 34.0 

6052 PRINT RT 10,13; INK 2; ' 4 ** ; 

INK 6;*‘0";RT 11,13: INK 2; " J. ** 

; INK 6; " AT 12.13: INK 7; " 

INK 4; " { "; RT 13.13; INK 7; “ \ 
} ■ : INK 4; ■* ** " 


G0GG - OR ■ 104 TO 43 STEP -16. F 

Li: i 20 7 , f : DRRU 4 1.0. DRRU 0.-9: 

DRRU -41,0: DRRU 0.9. NEXT f 
6054 PRINT RT 9,19;“GO'S :";RT 1 
1,13; "TOTAL : **; AT 13.19 ; "LEUEL . " ; 
RT 15,13; " ILLEGAL KEY : 11 ; AT 9.26; 
'30000";AT 11,26;"00000",AT 13,2 
6.; " 00000 "; AT 15,26; PAPER 4; " 

6060 PRINT AT 17,0; INK 6;** Ther 
e are four colours and foursound 
s.These relate to the keys as sh 
own " 

6065 PAUSE 5. PRINT RT 20.10;"1 
2 3 4": PLOT 79,17: DRRU 58.0. D 
RAU 0,-10. DRAU -58.0. DRRU 0.10 
6070 PRUSE 500. FOR N=1 TO 4 LE 
T A$=STR$ N. LET A=1.5: PRINT AT 
£0,8+N*2; OUER 1. PAPER 1; INK 
7; BRIGHT l; FLASH 1:" -. GO 5UB 

1000; PAUSE 30 PRINT RT 20.8+N 
*2; OUER 1; PAPER ©; INK 7;" ". 

NEXT N 

5075 GO SUB 650© 

6080 PRINT AT 9.19; PAPER 1; INK 
7; BRIGHT 1; FLASH 1; OUER 1;" 

PRINT AT 17,0. INK 6;” A 
counter records how far into th 
£ sequence you are and is re 

set when the sequence is reset" 
5090 PAUSE 500. FOR f=l TO 9. PR 
INT RT 9,30;f; BEEP .5.f: NEXT f 
PRINT RT 9,30;"0". PRINT RT 9, 
19; INK 7;"GO'S :“ 

6095 GO SUB S500 

6100 PRINT RT 11,19, FLASH 1; IN 
K 1; PAPER 7; OUER 1; BRIGHT 1;" 

6105 PRINT AT 17,0; INK 6;" The 
second counter "TOTAL" is th 

e same as "GO S" except that 

it is not reset when the seque 
nee xs generated" 

8106 PRUSE 500. PRINT RT 11.19; 
OUER 1; ** 

6107 GO SUB 6500 

6I10 PRINT RT 13,19: BRIGHT 1; I 
NK l; PAPER 7; FLASH 1: OUER 1:" 

PRINT AT 17.0; INK 6:" 
The last counter is the skill l 
eve l. This ranges from x Teasyj- t 
o 9 lhardl.This is incremented e 
very time a new sequence is g 

ene rated" 

6115 PRUSE 500: PRINT RT 13.19; 
INK 7; PAPER 0; OUER 1;“ 

6116 GO SUB S500 

6120 PRINT RT 15,13; INK 7; PAPE 
P 1; BRIGHT 1; OUER 1; FLASH 1;” 
„ ” PRINT RT 17,0, IN 

K 6; "ILLEGAL KEY" flashes if a 
Key which is not between 1 & 4 
as pressed.E.G. press some Key 

s andsee what happens.IX-exit!" 

1A 3 §0 L ?S 6l5l NKEV * IF i * f> "“ ™ 
nMo VH T 6 l§i INKEY * IF 1 *="" ™ E 

5132 IF (i*<"i" OR i$>"4") AND i 
*<> X" THEN PRINT RT 15.26; PAPE 
R 2; INK 6, FLASH 1, “ BEE 

P .5,0: BEEP 1,-20. PRINT AT 15, 
26; PAPER 4;" ". GO TO 6130 

6133 IF i*=”X” THEN GO TO 6140 
5134 IF iS="l" THEN PRINT RT 10, 
13; INK ©; OUER 1; PAPER 2; BRIG 
HT 1;" ";AT 11,13;“ ": BEEP a, 

1; PRINT RT 10,13; PAPER 0.; BRIG 
HT ©: INK. £; " 4 “; AT 11, 13; 1 J. 

6135 IF i $ = "2“ THEN PRINT RT 10, 

IS; INK 0; PAPER 6; BRIGHT 1; OU 
ER 1;" ";AT 11,15;" ": BEEP a, 

2: PRINT RT 10,15; PAPER 0, BRIG 
HT 0; INK 6; ” <0 "RT 11.15; " L “ 

6136 IF i $ = “3" THEN PRINT RT 12, 
13; PAPER 7; INK 0; BRIGHT 1. OU 


SIMON is a well-known 
smart-asteroid who 
socks posers at you — 
and do you ever feel a 
nerd when you can't do 
what Simon Says! Over¬ 
all, an interesting prob¬ 
lem in human psychology 
... but in the meantime 
here's a scroting li'l list¬ 
ing for you Specced-up 
punters out there to type 
in. Info in the prog, 
chums. 

by A. SHAW 

runs on 

Sinclair Spectrum 





TURN TO PAGE 116 


SIMON FOR SPECTRUM 48K 









SO YOU have saved up 
your pennies, and you have 
finally decided that you are 
going to splash out and get 
yourself a nice, new mod¬ 
em. The idea of making 
midnight phone calls to a 
Swiss bank's central com¬ 
puter, and transferring all 
the money into your 
account appeals to you, 
doesn't it? Well, before you 
part with your hard-earned 
green-backs, you must de¬ 
cide what sort of modem 
you require. And also what 
factor you can afford your 
phone bill to multiply by. 

ACOUSTIC: NEEDS 
QUIET 

Firstly, you must 
decide whether you 
want an "acoustic 
coupler", or a "hardwired" 
modem. The former is the 
simpler of the two, and it 
consists of two rubber 
grips, into which you ham¬ 
mer your telephone hand¬ 
set. Inside the grips are a 
microphone, and a speak¬ 
er, which correspond to the 
phone's earpiece and 
mouthpiece respectively. 
The idea is that the bleeps 
and whistles which are sent 
over the phone to repre¬ 
sent the data are physically 
generated, and transmitted 
in much the same way as 
speech. This is fine, unless 
you have a non-standard 
phone (Trimphone, 

Snoopy, etc.), which re¬ 
fuses to fit properly into the 
rubber grips, or if you live 
next door to a Wimpey con¬ 
struction site. You see, any 
background noise is picked 
up, and if it is loud enough, 
it will decimate your screen 
display, throwing garbage 
all .over the place. You try 
using an acoustic coupler 
to print out a Micronet 
frame with a nearby dot 
matrix printer. Forget it! 
However, on the plus side 
is portability, and the fact 
that you can use it on a tele¬ 
phone that is not yet equip¬ 
ped with Uncle Buzby's 
new socket. If you intend to 
use your modem in a 
phone box, for example, 
you would need an acous¬ 
tic coupler. Alternatively, 
for those without phone 
boxes.... 

HARDWIRE: COSTS 
MORE 

The hardwired modem is 


COM 


expect, a hardwired 
modem will cost you 
considerably more than an 
acoustic coupler, although 
the prices are falling now, 
as micro communication 
becomes more popular, 
and the competition heats 
up. 

SPEED OF USE 

The second thing you 
must decide on is what you 
want to use your modem 
for, as different services 
use different speeds of data 
transfer. For most modem 
users, the most frequently 
accessed database is 
Micronet 800. This is a sub¬ 
database on Prestel, British 
Telecom's viewdata 


a much more discreet 
affair. They come in all 
shapes and sizes, and they 
are generally just boxes, 
with the odd switch or LED 
on the front. The 
connections with a 
hardwired modem are 
much more reliable. You 
plug the modem into your 
computer, and also into 
your phone socket (if you 
haven't got one of these, 
your friendly local British 
Telecom office will fit you 
one for around £15). You 
then plug your phone into 
the modem. When you 
want to use your phone for 
normal purposes, you do 
so as you would without 
the modem attached. 
However, when you want 
to use the computer with 
your phone, you switch the 
link to the telephone out of 
the circuit, so that you have 
got a direct link, via a wire, 
from the computer to the 
phone jack. Say goodbye to 
background noise. 

However, as you might 


POWER ** * 


CARRIER # 
ONLINE . 


THE 


And foremost in their ti 
ranks is one DAVID d 
MACHEN.Tosay that ti 
databases and baud h 
Vates send him into ai 
ecstasy would be LI 
understating it. Elec- M 


service, ^^nd is operated 
rather like\an electronic 
computer mbg^zine. In 
fact, Micronet is ru?hbyEast 
Midlands Allied Pre 
(EMAP) who also publish a 
couple of "low- 
technology" paper 

computer magazines. 
However, it goes a bit 


further than that. Imagine a 

magazine consisting of 
around 40,000 pages, 
which are being updated 
fairly frequently (are you 
listening, letters editor?), 
with daily news updates, 
electronic mail facilities so 
that you can send 
messages to other users, 
games, prize competitions 
you can enter there and 
then using the two-way 
facilities of your modem, 
and FREE software, that 
you can download from the 
database. 

Micronet 800 uses what 
is known as the viewdata 
standard 1200 baud/75 
baud speed. That is to say 
you can receive around 120 
characters a second, and 
send about 5. Okay for 
receiving Prestel pages, 













































































was, you may remember, 
featured on BBC TV's 
"Micro-Live”) which is 
designed to help those with 
less experience (or less 
time) to start their own 
bulletin-type system. It is 
called CommunITel, and it 
consists of a DACOM auto¬ 
answer, auto-dial modem, 
which will operate at 1200/ 
75, 75/1200 and 300/300 
baud, plus the software to 
drive a bulletin board. The 
price? Around £300. 
Contact the Notting Dale 
ITec at 189 Freston Road, 


got it home?" Unless the 
modem that you buy has a 
"BT Approved" sticker on it 
you are breaking the law by 
using it on a British 
Telecom phone system, 
and could have your phone 
cut off. 

Once you have your 


vModemlOOO 


CAXSim «# 


access the Micronet pages, 
as they are in a Closed User 
Group. Prestel costs £5 a 
quarter, and Micronet £8 a 
quarter. That works out to 
around £1 a week: not bad 
if you consider the price of 
your daily newspaper. 
Then there are access 
charges. If you use the 
system in "office hours" 
(between 8am and 6pm 
Monday-Friday, or 

between 8am and 1pm on 
Saturday) then it will cost 
you 5p per minute. 
However, there is no 
charge outside these 
hours. You should contact 
Micronet 800 on 01-278 
3143 for subscription 
details. And, last but by no 
means least, are your 
phone charges. This, of 
course depends on how 
much you use your 
modem. You can normally 
access Prestel on a local 
phone call. But let me leave 
you with a true horror story 
of a gentleman who 
accessed a Stateside 
database, in the Olympic 
City of Los Angeles. He 
didn't quite put the phone 
down properly ... and 
went on holiday for the 
weekend. When he 
returned, he found his 
phone bill to be£3K.... 


frames off-line. Some of 
the software is a bit pricey 
compared to games, but 
you get what you pay for. 
As always, shopping 
around can be very 
profitable. 

WHAT'S THE 
DAMAGE? 

Finally, we come to the 
inevitable question. How 
much is it all going to cost? 
Well, I'm afraid that it 
doesn't come cheap. A 
modem can cost you 
upwards of around £50. 
Then you have to pay your 
subscription for both 
Prestel and Micronet. You 
can just pay for Prestel, but 
then you won't be able to 


modem, you will also need 
some software to make it 
work. This again depends 
on what type of 
communication you want 
to use your micro for, and 
very often nowadays, you 
can pick up a complete 
package which includes the 
modem and software. 
Software can range from 
the simplest of dumb 
terminals, to the not-so- 
dumb systems capable of 
downloading telesoftware, 
and preparing message 
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tronic mail and 
down-line loading 
turn him on, too. See 
how it all grabs you, 
and try . . . 

LIVING IN THE 
MODEM WORLD! 


but a bit slow tp^say the 
least if you ape trying to 
send a information. 

For tbatleason, the other 
mon speed is 300/300 
baud, or the CCITT V.21 
standard. This is used on 
computer "bulletin 

boards" which are rather 
like versions of Prestel in 
miniature, and are run by 
home enthusiasts using 
micros much the same as 
yours. However, each 
board has a different style, 
almost a character of its 
own, which it usually takes 
from its compiler, known 
as the "sysop" (systems 
operator). These dedicated 
computer enthusiasts not 
only compile the system, 
but have often built the 
hardware and written the 
software themselves. They 
must also have modems 
with what is known as an 
"auto-answer" capability, 
so that they do not have to 


answer the phone at one in 
the morning when some 
insomniac hacker wants a 
butcher's at their board. 
There is now a system 
available from the Notting 
Dale Information 

Technology Centre (which 


London W10 for more 
details. 

LEGAL QUESTION 

One of the more subtle 
problems of buying a 
modem is the question of 
"is it legal to use once I've 
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Group 


30 Roseacre Gardens - Chilworth - Guildford - Surrey GU4 8RQ 


Tel: Guildford 67799 


PROBABLY THE LARGEST RANGE OF DISCOUNT SOFTWARE CURRENTLY 
AVAILABLE — WITH THE LARGEST DISCOUNTS YOU’LL FIND 


SINCLAIR SPECTRUM 


COMMODORE 64 RRP Our 



RRP 

Our 



Price 



Price 

CBM 64 

199.00 

175.00 

48 K Spectrum 

129.00 

120.00 

CBM 16 Starter Pack 

129.95 

109.95 

Microdrive 

49.95 

45.95 

CBM Plus 4 

249.95 

209.95 

Interface 1 

49.95 

45.95 

CBM DPS 1101 Daisy 



Ram Turbo Interface 

22.95 

18.95 

Wheel Printer 

399.00 

349.00 

Currah Microspeech 

29.95 

25.95 

CBM 1531 Cassette 

44.95 

39.95 

Sabre Wulf 

9.95 

7.45 

Atari CX70 Super 



Sherlock Homes 

14.95 

11.95 

Controller 

14.99 

11.99 

Mugsy 

6.95 

5.45 

Quickshotll 

12.95 

8.95 

Psytron 

7.95 

5.95 

Activision Decathlon 

9.95 

7.45 

Lords of Midnight 

9.95 

7.45 

Strip Poker 

9.95 

7.45 

Dangermouse 

6.90 

5.40 

Dallas Quest (Disk Only) 

14.95 

11.95 

Thunderbird 

7.95 

5.95 

Bruce Lee 

14.95 

11.95 

Fighter Pilot 

7.95 

5.95 

Astro Chase 

8.95 

6.95 

Night Gunner 

6.95 

5.45 

Flip & Flop 

8.95 

6.95 

Factory Breakout 

5.50 

4.50 

Potty Pigeon 

7.95 

5.95 

TLL 

5.95 

4.45 

Football Manager 

7.95 

5.95 

Stop the Express 

5.95 

4.45 

Wimbledon 64 

7.95 

5.95 

Match Point 

7.95 

5.95 

Daley Thompson’s 



World Cup 

6.95 

5.45 

Decathlon 

7.90 

5.90 

Football Manager 

6.95 

5.45 

Olympic Skier 

5.95 

4.45 

Daley Thompson's 



Gilligan’s Gold 

6.90 

5.40 

Decathlon 

6.90 

5.40 

Android 2 

6.90 

5.40 

Olympicon 

5.95 

4.45 

Valhalla 64 

14.95 

11.95 

Micro Olympics 

5.95 

4.45 

Beach Head 

9.95 

7.45 

Jack & the Beanstalk 

5.95 

4.45 

Blagger 

7.95 

5.95 

Giant’s Revenge 

6.95 

5.45 

Son of Blagger 

7.95 

5.95 

Full Throttle 

6.95 

5.45 

Loco 

7.95 

5.95 

Manic Miner 

5.95 

4.45 

Tales Arabian Nights 

7.00 

5.00 

Jet Set Willy 

5.95 

4.45 

Heroes Of Karn 

7.00 

5.00 

Worse Things Happen 



Manic Miner 

7.95 

5.95 

at Sea 

5.95 

4.45 

Jet Set Willy 

7.95 

5.95 

Antics 

6.95 

5.45 

Deathstar Interceptor 

9.95 

7.45 

Star Trader 

6.95 

5.45 

Dangermouse 

7.90 

5.90 

Ad Astra 

5.95 

4.45 

Black Hawk 

7.95 

5.95 

War of the Worlds 

7.95 

5.95 

Hero 

9.95 

7.45 

The Hulk 

9.95 

7.45 

Pitfall 

9.95 

7.45 

Rapscallion 

6.95 

5.45 

Beam Rider 

9.95 

7.45 


BBC MODEL B 


BBC Single Disk 
BBC Disk Interface 
Wizard Joystick Interface 
Speech Upgrade 
Fortress 
Spitfire 

Football Manager 

Overdrive 

Star Striker 

Mr. Wiz 

Frak 

Zalaga 

Aviator 

Blagger 

Eagle’s Wing 

Chuckie Egg 

ELECTRON 

Acorn Electron 
Acorn Cassette 
Blagger 

VIC-20 

Vic 1520 Printer/Plotter 
16K Rom Cartridge 
Jet Pac 
Flight Path 737 

ORIC-ATMOS 

Atmos 48 K 
MARC 
The Hobbit 


RRP 

249.00 

97.00 

14.95 
55.00 

8.95 

8.95 

7.95 
7.95 
7.95 

7.95 

8.95 

8.95 
14.95 

7.95 
7.95 
8.90 


Our 

Price 

200.00 

80.00 

11.95 
40.00 

6.95 

6.95 

5.95 
5.95 
5.95 

5.95 

6.95 

6.95 
11.95 

5.95 
5.95 
6.90 


199.00 170.00 
35.00 30.00 

7.95 5.95 


99.99 

39.95 

5.50 

7.95 


170.00 

6.95 

14.95 


85.99 

34.95 

4.50 

5.95 


150.00 

5.45 

11.95 


Wide range of software & hardware 
available for all popular micros 

All tapes are guaranteed originals. Shown here is just a small part of our stock, if you require a price list please ring the above 
number. 


Name .. 
Address 


r^3 




Tel No. 


Tapes required 

25pP&P 
Total Amount: .. 


If you would prefer not to cut up your magazine then write the required details on a piece of paper. 
Please make all cheques payable to: MLS Group 

Please ring if you have not received your order within ten days of posting it. 













































































1050 127K DISK DRIVE£199 



5,1020 4 COLOUR PRINTER 





i-IETTER QUALITY PRINTER £249 



EVERYTHING YOU WANT FROM A HOME COMPUTER 


1. ATARI 64K 800XL - £169: The Atari 800XL has many facilities and includes such advanced specifications that you will be amazed bv its 

me 800XL cannot h be n ^at^i a jusi l< look f aUh/foHowing speciftaations^ 1 64K compu,er wl,h a proper ,u " stroke ke y p °^ « ' p at 

SOUNO 4 ?nX.nln^ fc £ 2 keyS ,n c |ud ' n 9 h el P key and 4 special function keys, international character set and 29 graphics keys 

pragramming^c^^h^eve an'octave^n^B of up to^fine octaves!) 0 '^ aCr ° SS 3 372 ° CtaV6 ran9e ° r 3 Wide variety of special sound effects ( Additi °" al 
SP^clAL'ATA rTinte c r atf rTpi n pm iTQ°r^i aH 9 t0 32 °, x1921 resolution. Maximum text display 24 lines by 40 columns. 

r p° n^(!n CU T ®' GTIA for graphics display. Pokey for sound and controller ports Antic for screen control and 1/0 (Input/Output) 

CPU: 6502C microprocessor - 0.50 microsecond cycle and a clock speed of 1.79 MHz. 1 M w ' 

EXTENDED GRAPHICS FUNCTIONS: High resolution graphics. Multi-coloured character set. Software screen switching Multiple redifined character sets 
PROGR^M^NG^ COlOUr re9isters Smooth character movement. Simplf colour animation facilities. 

'!!! ? At ^ B programming language supporting peek, poke and USR plus at least 8 other languages available. The help 

fiplJT/OUTOJT® p d irtirSI nir K 3n ? menu screens .w |th certam software. Full on-screen editing is available as well as syntax checking on entry 
INPUT/OUTPUT. External processor bus for expansion with memory and peripherals. Composite video monitor output. Peripheral port for direct connection 
to Atari standard peripherals. Software cartridge slot is included as well as 2 joystick controller ports 

i°p it6mS ° f SOftWa J e aVailab ! 6 in A c ' udin 9 se,f teaching programs with unique voice over. The range of programs includes Education 
Jq pc in pHrtS thlrt a ' d ? T iT e i ' S a s ,° k AP , X {Atan Pr °9 ram Exchange) and of course Atari's famous entertainment software now at only 

2 ATAR Ann'!£*rnuDi So T ^ P ava,lable from specialist Atari magazines like Antic and Analog and from over 75 Atari books/manuals. 

2. ATARI 800 48K COMPUTER - £69: We have a limited number of the Mkl model 800 computer with 48K. The Drice is £69 fas a names 

£ " W ' th the Basic Pr °9 rammer Kit (Basic cartridge & 2 manuals). Both come with a full 12 months guarantee 
3 'fn^ R Kl?o 1 c°r R ° GR f M REG0RDER ‘ £34: F ? r low cost storage and retrieval capability. Data transmission 600 baud. Storage capability 
rnntrniAmtiMo ca .®® ett ®*, Track configuration four track, two channels (digital and audio). Auto record/playback/pause 

wei^as^a 3digittepecounter faC ‘ ' ty ‘ A S ° mcluded ,s built m accidental erasure prevention and automatic shutoff after each program as 


e added a 12 month guarantee to the 


4 ’£J AR, ,.. 10 ®° DUAL /1 R^n ,TY ?! SK DR,VE ’ £199: 5 ’/ 4 disks homing 127K randomly accessible bytes provide both expansion and 

antomahrlhL EnTpRFP Wlth " 6W n h ?!^ Ul D ° S 3 AM customers wh o purchase a Disk Drive from Silica Shop will be 

automatically given a FREE set of 100 programs on 3 Disks recorded on both sides. 

5 A J AR, . 102 ° COLOUR PRINTER - £99: Pitoter and p l° tter with four colour graphic print capability. 40 column width printing at 10 
C AXYm-fno-f f Lo 1f , n £ rmt 5 ’ 10 and 20 characters P er In ch- 64 character sizes. Prints text in 4 directions. Choice of line types. 

?■ A ™ P 2x A o!.« Y PR,NTER ' £249: For word Processing letters in professional type. Print speed of 20 chars per second. 

7. ATARI TOUCH TABLET - £49: Enables you to draw and paint pictures on your T.V. screen, with the touch of a stylus. 

A I AR | J PA ? ® A i L CONTROLLER . £19.95: Enables cursor movement in any direction and adds arcade realism to your games. 

9. ATARI SUPER CONTROLLER -£9.95: The ultimate joystick with double fire button to give you a greater competitive edge in your games 

SILICA SHOP ARE THE Nol ATARI SPECIALIST 

over 120,000 customers,^ 0,000 of whom have purchased'Atari' Home Comp^°t^ 

million), we are able to keep prices low by bulk purchases. Ring one of our 45 staff and we will be glad to be of service to you Complete the 
coupon below and we will send you our Atari pack with price list and colour catalogue 7 P 

A,ari •»* a 

compareIteniTvaHrweInTheTuK.'^ncfwrstoc^overZS^arrbooksarto'manuals 6 h " P W * - «•" 

&£?* reC6iVe Pri “ H8,S ' 3nd de > a " S °' a " d 
LOW PRICES: Our prices are extremely competitive and we will normally match any lower price offered by our competitors. 

FREE COMPUTER OWNERS CLUB: This is open to all Atari computer owners irrespective of where you purchased your equipment MembershiD is FREE and 
davmcm™? reCe ' Ve bU etmS 9IVm9 deta ' IS ° f n6W releases and developments. Send now for your FREE information pack price list & colour catalogue 

P ?™ E " T J ^. a . C J^l. 0aS r„= heqUeS ' P ° S,al ° rderS and a " Cred " Ca,dS We also 0,,e ' credit ,acill,ies ° ver 1 • 2 or 3 V«rs. please write tor a whiten quotalion. 

NEXT DAY DELIVERY - FREE: All goods despatched from Silica Shop are normally sent bv first class nost nr namoi nn*t frcp nr nujonr a. „ _ , 

introducory ofler tor a limited period only we will be sending all Computers and cSkoK" « P 

S ° ''ill" ' he C ° upon be,ow wi,h * li,era,ure en <l uir y or order and begin lo experience a specialist Atari service that is second to none. 


SILICA SHOP LTD, 1-4 The Mews, Matherley Road, Sidcup, Kent, DA14 4DX Tel: 01-309 1111 

ORDER NOW-OB SEND FOR A FREE COLOUR BROCHURE 


To: SILICA SHOP LTD, Dept BIGK 1184, 1-4 The Mews, Hatherley Road, A 
Sidcup, Kent, DA14 4DX Telephone: 01-3091111 ■ 


LITERATURE REQUEST: 


□ Please send me your FREE colour brochures and 16 page price list on Atari Computers. 
D I own a . Videogame □ 


I 


1 own a . Computer 


Mr/Mrs/Ms: 

Address: 


Initials: 


Surname. 


Postcode: 


ORDER REQUEST: 


Please send me: 

□ 800XL 64K Computer ... 

□ 800 48K Computer . 

□ 1010 Program Recorder . 

□ 1050 127K Disk Drive ... 


□ 

£169 □ 

. £99 □ 

.. £34 □ 

£199 □ 


1020 4 Colour Printer ... 
Letter Quality Printer ... 
Touch Tablet + Cartridge 

Trak Ball . 

Super Controller . 


... £99 
. £249 
... £49 
£19.95 
. £9.95 


□ I enclose Cheque/P.O. payable to Silica Shop Limited for the following amount £. 

□ CREDIT CARD - Please debit my Access/Barclaycard/Visa/American Express/Diners Club 

Card Number . 


I 

















































































































It's tough being a laser-based Intergalactic Hero; 
even tougher when your immediate ancestor was 
Dork the Daring of Dragon's Lair fame. GIOVANNI 
DADOMO shells out the shekels for a bout of Space 
Ace role playing. 
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FROM THOSE wonderful 
people who gave us the su¬ 
perb animation game Dra¬ 
gon's Lair comes Space 
Ace, a second adventure in 
the same medium but this 
time, as the name sug¬ 
gests, with an intergalactic 
theme. The action's in¬ 
stant: no sooner do you 
drop your loot in the slot 
than the slight, fair-haired 
hero loses his bounteously 
curved female companion. 
Worse still, he has no time 
to mourn her kidnapping 
because the asteroid on 
which he's perched is im¬ 
mediately blasted to bits 
by an immense villain with 
blue skin and an Oriental 
top-knot, whose gross guf¬ 
faws and belly to match 
give him a distinct re¬ 
semblance to Popeye's old 
punchin' pal, Bluto. 

In the initial stages of the 
game one's shown the 
location of a "safe" spot by 
a blinking blue light effect. 
Activate the joystick in the 
appropriate direction and 


young Dexter (for such is 
our hero's name) obe¬ 
diently leaps behind a con¬ 
veniently placed boulder 
— jUst in time to avoid a 
deadly ray-gun blast. Or 
not, as in the case of this 
novice, who took three 
attempts before even this 
first minor obstacle was 
conquered. From there on 
in <he perils come thick 
and fast. A leap lands Dex 
on a handy hillock which is 
promptly atomised by a 
trio of hovering saucers. 
Skip left if you can and 
you'll maybe reach the 
safety of a spaceship, Dex! 
But leave this a second too 
late and you're caught in 
the deadly grip of a giant 
Meccano-type monstros¬ 
ity that gleefully hurls you 
into a bottomless pit. 

On top of that, there's a 
vas^, weird, 'Alien'-type 
spacecraft to be negoti¬ 
ated, with peril piling on 
peril as Dexter tries to 
track down his missing 
miss before she's done 


awciy with. In the mean¬ 
time, of course, attemp¬ 
ting to keep his own goose 
uncooked as he faces: a 
wild ride on a series of 
geometric surfboards that 
break up under his very 
feet, a whole catalogue of 
monsters — reindeer¬ 
horned wolfy things, giant, 
multi-coloured carnivores, 
a pa ck of werecats — and 
sundry confrontations 
with the aforementioned 
blue meanie. 

At one point he saves his 
girl only to see her sudden¬ 
ly transformed into a sickly 
blue alter ego of himself — 
intent on murderous 
mayhem — what else? 
Another rivetting sequ¬ 
ence occurs when the 
ship's suddenly flooded 
and he almost gets eaten 
by a giant fish. He avoids 
that only to find himself 
the intended dish of the 
day for an even bigger fin¬ 
ned fiend (cue 'Jaws' 
mus ic, of course). 

Just in case you get 


bored there are sporadic 
appearances of the word 
'ENERGIZE' on the screen. 
Press the matching word- 
button and meek, weedy 
Dexter is suddenly trans¬ 
formed into a muscle-on- 
muscle Arnold Schwar¬ 
zenegger type. When this 
happens you might think 
you're laughing (I did) but 
the big pectorals e'tc. are 
useless when not allied to 
a continued agility at the 
controls. Forget that and 
you'll just end up a Big 
Thir gy's dinner. 

Fest, furious, funny, 
tremendously varied, this 
is qiiite simply one of the 
most amusing arcade 
gam es to have come along 
since its 'DL' sibling. If 
you're a sucker for anima¬ 
tion anyway (and this is 
miles better than your fee¬ 
ble He-Man' type cut-out) 
then look no further. 
Pricey, but well worth it. 
Mutho thrill-power, to 
borrow a fine, familiar 
phrnse. Go to it! 


© 










(30) (30) 

Compiled 


SP = Spectrum, AC = Acorn, 64 = Commodore 64, 


V20 = Vic 20, 81 = ZX 81, DR = Dragon 32, OR 
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DALEY THOMPSON'S DECATHLON 

FULLTHROTTLE 

SABRE WULF 

TORNADO LOW LEVEL 

JET SET WILLY 

MATCH POINT 

LORDS OF MIDNIGHT 

BEACH HEAD 

DECATHLON 

MONTY MOLE 

MICRO-OLYMPICS 

RAPSCALLION 

OLYMPICON 

3-D TANK DUEL 

THE EVIL DEAD 

FIGHTER PILOT 

ARABIAN NIGHTS 

WORLD CUP FOOTBALL 

STOP THE EXPRESS 

JACK AND THE BEANSTALK 

PSYTRON 

TRASHMAN 

MUGSY 

FOOTBALL MANAGER 
B.C. BILL 
CAVELON 

PERCY THE POTTY PIGEON 
AUTOMANIA 
STAR TRADER 
BLUETHUNDER 


ATICATAC 

(Ultimate) 

BUMPING BUGGIES 
(Bubble Bus) 

chuck-e-egg 

(A&F Software) 
COLDITZ 

(Phipps Associates) 
CYLO N ATTACK 
(A&F Software) 
PIGHER PILOT 
(Digital Integration) 


Ocean 

Micromega 

Ultimate 

Vortex 

Software Projects 

Psion 

Beyond 

Access/US Gold 

Activision 

Gremlin Graphics 

Database 

Bug-Byte 

Mitech 

Real Time 

Palace 

Digital Integration 

Interceptor 

Artie 

Psion 

Thor 

Beyond 

New Generation/Quicksilva 

Melbourne House 

Addictive 

Beau Jolly 

Ocean 

Gremlin Graphics 
Micro-gen 
Bug-Byte 
Richard Willcox 
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Compiled by MRIB Computer. 




(Dedicated I 
Consoled I 


POLE POSITION (Atari) 

SPACE SHUTTLE (Activision) 
SUPER COBRA (Parker) 

PITFALL 2 (Activision) 

MARIO BROTHERS (Atari) 

POPEYE (Parker) 

MS PAC-MAN (Atari) 

ENDURO (Activision) 

DEATH STAR BATTLE (Parker) 
Q-BERT (Parker) 

FROSTBITE (Activision) 
GALAXIAN (Atari) 

PHOENIX (Atari) 

BATTLE ZONE (Atari) 

FROGGER (Parker) 

DONKEY KONG (CBS/Coleco) 
SNOOPY VS THE RED BARON (Ati 
DIG DUG (Atari) 

MOON PATROL (Atari) 

PITFALL (Activision) 

PAC-MAN (Atari) 

BIG BIRD EGG CATCH (Atari) 
RIVER RAID (Activision) 
TUTANKHAM (Parker) 

COOKIE MONSTER MUNCH (Atari) 
SPACE INVADERS (Atari) 
JUNGLE HUNT (Atari) 
CENTIPEDE (Atari) 

SMURFS (CBS/Ceoleco) 

ROBOT TANK (Activision) 
by MRIB Computer. 
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FLIGHT PATH 

(Anirog) 

THE FOREST 
(Phipps Associates) 
FLYING FEATHERS 
(Bubble Bus) 


JETPAC 

(Ultimate) 

krakatoa 

(Abbex) 

megawarz 

(Paramount) 


NIGHT RUNNER 
(Digital Integration) 
OUTBACK 
(Paramount) 

PILOT 64 
(Abbex) 

RALLY SPEEDWAY 
(Aventure International) 
SPACE PILOT 
(Anirog) 

TEST MATCH 
(CRL) 
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READY. 


i GOTO 1 OOO 

.1 0 P0KE53272 , (PEEK (53272) AND240) + 1 2 
20 FOR I*12288TO12288+7:READA:POKEI,A:MEX 
T: REM REDEFINE <i 

30 DATA255,129,129,129,129,129,129,255 
40 FORI=12528TO12528+7:READA:POKE1.A:NFX 
T:REM REDEFINE ^ 

50 DATA255,195,165,153,153,165,195,255 
60 FOR I ~ .12512T01251 2+7; RE ADA: POKE I , A: NE X 
Ts REM REDEFINE \ 

70 DATA255,0,0,0,0,0,0,0 
80 GOTO10000 

. 1.000 PR I NT " CCLR} " ; s P0KE53280.7 s P0KE5328 1 
,7 s PRINTCHRT(149) 

1010 PRINT" CCLJR RTJCCUR RT}CCUR RT! CCUR 
RT> CCUR RT}CCUR RT } CHARACTER/COLOUR SCRF 
EM GRID" 

1020 PRINT"CCUR RT}CCUR RT}CCUR RT} CCLJR 
RT.} CCUR RT.} CCUR RT} C*T} C*T} C*T.! C*T! C*T} C 
*T} -C*T} C*T} Cx T! C*T} C* T } C*T ! C *T! Cx-T} C « T } C 
* T } C * T } C -x T } C * T } C * T } C * T } C * T } C * T } C * T } C * T } C 
•X T} C x T} C*T'} " 

1030 PRINT" CRED} CCUR RT} CCUR RT} " RT.} 
THE AIM OF THIS LITTLE PROGRAM IS" 

1040 PRINT"TO GREATLY SIMPLIFY CAI GUI AT I 
NG THE" 

1050 PRINT"CHARACTER AND COLOUR POKES ON 
THE SCREEN"; 

1060 PRINT"MEMORY MAP" 

1.070 PR IN I- 

1080 PRINT" CBI.JO CCLJR RT.} CCUR RT} CCUR RT} 
USE THE FOLLOWING KEYS TO CONTROL" 

1090 PRINT"THE CURSOR:." 

1100 PRINTTAB(12)"'Z MOVES LEFT 
i * i o pr i n N ab < i 2 )" - x moves r j: rht 

1120 PRINTTAB(12 )"'; MOVES UP 
1130 PRINT!AB(12)"'/' MOVES DOWN 
1140 PR!NT"USE ' = ' TO 'MARK YOUR DESIRE 
D CO.ORD." 

1150 PRINT"USE C TO CANCEL A COORD1NAT 
E" 

1165 PRINT 

1170 PRINT"CRED}THE GRID COORDINATES AtT 
ER IN RESPONSE" 

11BO PRINT"TO THE CURSOR MOVEMENT. SIMPt 
Y NOTE EACH "5 

1190 PRINT"COORDINATE AS YOU MARK IT, 
AND THEN" 

1200 PRINT"USE IT TO PLAN YOUR DISPLAY" 

1 2 1 0 p RIN T ' 1 C B L. U } C C U R D N } C C U R R T } C C U R R T } 
CCUR RT.I CCUR RT} CCUR RT} CCUR RT} CCUR RT} 
c C U R R T y C C U R T } p R e s s a k e y t o S t a R T ’ ’ 

1220 GETAT:IFAT-""THEN1220 
1230 PRINT" CCUR UP.} CCUR UP} CCUR UP} " s FOR 
U =0 T039 s P RIN T 1 * " ; : N E X T 

1240 PRINT" CCUR RT} CCUR RT} CCUR RT.) CCUR 
RT } CCUR RT} CCUR RT} WAIT FOR THE DAT A IT) 
BE READ" 

1250 GOT063000 

10000 PRINT"CCLR}":P0KE53280, 1 :P0KF53281 
, 1 

10010 FOR! =~0T0879: PRINT" CL. I BLU}@" 5 : NEXT 
1 00.20 F0RS=0T039 s PR I NT " CL..T BLtJ} \ " ; :: NE X T 
10030 P1=1064:P2=P1:C1=55336 
10040 P0KE650,128 
10050 GETAT 

10060 IFAT=" I "THENP2=P1 - 1 :C 1 =C 1 . 1 

10070 IFAT="X"THENP2=P 1 + 1 :C 1 =C 1+1 

10080 IFAT=" 5 »THENP2=P1.40:C1=C140 

10090 IF AT= " / " THENP2=P 1 + 40: C .1 =C 1 + 40 
10100 IFAT=" = "THE NPOKEC 1 , 0 
1O1 10 IFAT="C"THENPOKEC1,14 
10120 F'OKEP 1,0: P0KEP2,30 
10130 Pi«F*2 

10140 IFP1>1943THENP1=1943:C1=56215 
10150 I FP 1 < 1064THENP 3. = 1064 : C1 =55336 
10160 PRINT" COR} CHOME} CCLJR RT) CCUR RT } CC 
UR RT!CHARACTER" ; PI ; " CCLJR RT) CCLJR RTI CCLJ 
R RT} CCLJR RT} CCUR RT} COLOLJR " : C1 
10170 GOTO10050 
63000 PRINTCHRT<142) 

63010 POKE52,48:P0KE56,48s CLR 
63020 POKES6334,PEEK(56334)AND254 
63030 POKE1,PEEK(1)AND251 

63040 FORI=0T0511:POKEI+12288,PEEK<I+53? 
48) s NEXT- 

63050 POKE1,PEEK< 1 )OR4 
6 3 O 6 0 P 0 K E: - :56334, P E E K (56334) 0R 1 
63070 GOTO10 

TURN TO PAGE 104 FOR YOUR FREE INLAY 
CARD 



MAGIC POINTER FOR CBM 64 





































FAMOUS RATS of history: The 
"dirty" one Cagney spoke of; 
Manuel's pet in Fawlty Towers; 
the early morning TV one called 
Roland. To this illustrious list 
may soon be added the one 
from Cheetah that controls 
your Spectrum. 

R.A.T. — Remote Action 
Transmitter — is your actual 
infra-red controller. Look, ma, 
no wires! Cheetah reckon it'll 
put the joystick about level 
with the Dodo in terms of 
mass-appeal. But at nearly £30 
a throw I don't think the Dodo's 
got much to worry about just 
yet. The R.A.T. consists of two 
parts. You hold the transmitter, 
an "ergonomically-designed" 
unit that looks like a reject from 
the model-making shop of Star 
Trek. It contrasts jarringly with 
the functional black box of the 


For example, while "Make me 
a cup of coffee" comes out in¬ 
telligibly and clearly, the voc¬ 
als collapse rather on "super¬ 
calif ragilisticexpialidocious" 
(admittedly a severe test), giv¬ 
ing up after "fragil" and just 
pronouncing each subse¬ 
quent letter individually. 

Another small gripe con¬ 
cerns the dreaded ROM wob¬ 
ble. (Those with very long 


other part, the receiver, which 
plugs into the Spectrum's ex 
pansion slot. 

The transmitter utilises two 
touch-sensitive pads (ex-ZX81 
owners will feel right at home) 
for all control functions: a firing 
pad, with rapid-fire facility, and 
an eight-direction control pad 
below. Signals are fed to two 
infra-red diodes on the R.A.T.'s 
'nose' and beamed directly to 
the receiver which can be any 
thing up to 30ft away (for 
games playing at this distance 
binoculars are a necessary 
optional extra). The infra-red 
signals operate on a different 
frequency to TV remote control 
units so there's no fear of sud¬ 
denly switching over to 'Dynas¬ 
ty' just when you've cracked 
the 60th screen of Jet Set Willy. 

In action the R.A.T. works 
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SAY IT with words on the '64. 
Yes, Currah have now con¬ 
verted their highly popular 
Spectrum noise box, giving 64 
owners the power to produce 
strangulated verbals from the 
speakers of their tellies. 

Speech quality is an im¬ 
provement on the Spectrum 
version but it is still relatively 
easily confused by long words 
orcomplicated phrase strings. 








































DATAPEN LIGHTPEN 
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memories will remember this 
phenomenon on the ZX81 
rampacks.) So how anyone 
can undesign a cartridge for 
the 64 so that, it sits in the vice- 
like cartridge socket and STILL 
wobbles — resulting in a re¬ 
setting of the beast — is 
beyond the ken of we mere 
hackers. 

The speech unit also uses 
the monitor socket so the 
snobs with dedicated moni¬ 
tors won't be able to add this 
particular widget to their col¬ 
lection. The unit can echo the 
keyboard, or be used for 
speech from within BASIC. A 
SAY command is added; say 
“it with words" does. A small 
idiosyncrasy is that the rest of 
any multi-statement line (i.e. 
after the SAY command) is 
ignored. For machine code 
buffs full documentation is 
given on how to use the unit 
directly. The speech unit can 
be disabled so that non¬ 
speech programs which use 
the 4k area of memory (from 
49152 upwards) which the 
unit uses, will run. It cannot, of 
course, be used with Simon's 
Basic or any other cartridges. 

On the whole a very good 
package in a highly interesting 
new applications field — and, 
at £29.95, not bad value either. 

DUNCAN GAMBLE 


well. Cheetah claim that it will 
work with 'most' Kempston- 
compatible games without any 
additional software and it 
seemed to do just that with 
most of the games it was 
tested on. Reaction times are 
fast and the angle of accept¬ 
ance for the infra-red beam 
seems fairly wide. 

Having no moving parts to 
contend with takes some get¬ 
ting used to and a control disc 
just doesn't have the same tac¬ 
tile feel that a joystick gives — 
too many video game com¬ 
panies have discovered this. 

Cheetah deserve a big hand 
for the R.A.T. It's innovative, 
it's easy to use — and it's Brit¬ 
ish! But at £29.95 it's not going 
to take over the world just yet. 
-R.B. 


TRENDIEST LIGHT has got to be the 
lightpen. Budding Leonardos of the 
video age can be spotted instantly. The 
blank, expressionless stare caused by 
working within a centimetre of the 
CRT; the arthritic fingers from manipu¬ 
lating numerous key combinations 


while drawing. 

Welcome, then, the Datapen light¬ 
pen, as seen on other micros and now 
appearing on the Spectrum for the first 
time. It’s neat, relatively compact, 
simply plugs into the Spectrum’s ex¬ 
pansion slot and is ready to go. No 
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POSHWARE 

CORNER 


DELILAH IS wearing the very 
latest in off-the-shoulderware. 
Cut in daring, tear-proof Cor- 
dura nylon these new carrying 
bags from the House of Inmac 
are the very epitome of what's 
'right' for the computer owner 
of taste. 

Generous thick, high- 
density foam padding cradles 
snuggly the smooth form of 
the Apple II or Apricot compu¬ 
ters — the machines that 
speak of 'class'. There are 
even matching accessory 
cases for disc drives and 
monitors. Designer handles 
and adjustable shoulder 
straps complement the whole 
ensemble and industrial 
grade zips add that working 
class touch that is considered 
tres chic in these troublesome 
times. 

The 'low end' of the market, 
however, is catered for with a 
bag for the BBC. Well, we have 


dangling external battery packs or 
complicated key sequences to memo¬ 
rise. 

All electronics are packed inside the 
pen body itself. A useful button on the 
outside switches in the computer only 
when you are satisfied the pen is in the 
correct position on the screen. A red 
LED on the back of the pen lights to 
confirm acquisition of valid video data. 

Software included with the Datapen 
features an introductory program, a 
music composer, a user-defined 
graphics designer and a full hi-res 
drawing program. This is capable of 
producing pictures to pixel accuracy 
and includes pre-defined shapes for 
cicle, restangle and triangle drawing. 
Freehand drawing is, surprisingly, not 
catered for. The makers claim the 
program contains enough commands 
to make this “.. unnecessary”. 

In use the Datapen is comfortable to 
hold and very easy to control. Most 
programs use x, y-axis scanning bars 
which are fairly fast and don’t require 
the pen to be held in position for long. 
A friendly bleep tells you all is well 
when an action is complete. The pen 
doesn’t seem too bothered about ex¬ 
terior lighting conditions. 

The Datapen lightpen is a worth¬ 
while addition to the Spectrum artist’s 
electronic palette. £29.00 buys you a 
ticket to creative contentment.—R.B. 


to consider those more unfor¬ 
tunate than ourselves. 

The Inmac Carry Cases 
come ready-to-wear for less 
than the price of a good meal 
at Fiorucci's. If we can be vul¬ 
gar for the moment, they cost 
from between £17.00 to 
£27.50 each. 




























£ 9.95 


48K ZX SPECTRUM 


Tir Na Nog - the land of youth, the other world. 

Tir Na Nog-the kingdom of the sidhe, the home of dagda's cauldron. 

Tir Na Nog-a vast and complex adventure, in a magical Celtic landscape. 

Tir Na Nog-a most stunning visual experience, with state-of-the-art film also from gargoyle: 

animation. the stunning space game, 

Tir Na Nog-a true computer movie. AD ASTRA - £5.95 


GARGOYLE GAMES, 74 KING STREET, DUDLEY, WEST MIDLANDS. TEL: DUDLEY 238777 
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1 A=7 680 

2 SC=0 

3 p0KE36869,2w»wi 

5 P0KE36B79,9 ^ 

s UPi 

JfwiMT-EEEE gOT EEEE 6EEEE" 

25 PRINT”CCUR UP, eeeeeeE EE E" 
v> PR I NT "E EEE.EEE fc« E" 

35 PR1N ,I" eeEEEEe' EEEEEE EEEEEEE" 

45 PRINT" ^ R eeee eEEEEEEEEE EEE“ 

5 r;r N T:.|EEEEE up EEEEEEEEE F E E % 

65 PRINT"CCUR U ^ EE EEE E EE" 

SRffi-fS*—y/ 

liSMisiH: 

iSlIlISS: 

I sss's;^ is SSSS SSSS - 

■ T> CCUR K I .»• eLUK 
I fXCUR RTIEEE" 

I ISO P0KEA,4 G0T0400 

■ , PDKEA-1t 32 : GOT040O 

I 165 IF A*= " X " THENA-A+ ’■ F 0MLA 

■ no IFA*="5" THENA=A-22: P0KEAV22,■— 

r 1/0 1 - 52 s G0T04 

■ ^5 IFA ,= "/"THENA=A + 22:P0KE — 

H 180 I P r f eF(A)=22THEN5000 

fl is is®. 5 ooo 6° uthe ^ 

jl 190 GOTO150 

I glrS-s ssss ssss 

■ -- 

■ ;S:"St.>T03000-.NHT 

M 1025 60T01 

2000 SC=SC+5 
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I I 3025 C F0RT=1T03000-.NEXT 

ilv-B T.OT.O GOTO! 
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■ sSr* ,w 
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There's gold in that *har «n« rich 
in this prog for almos ^ dire ction 


111 y 

Use keys Ai 


NOTE: This is a TRANSLATED 
listing. All instructions in 
'wavy' brackets (including the 
brackets) should NOT be typed 
in but followed, i.e. CUR RT = 
cursor right. 

by G. Roberts 
for any VIC 20 


£ OF GOLD for VIC 20 







ORDER FORM 

TITLE/S 


Please include 50p post & pack 

Please make all cheques/P.Os payable to 4th Dimension 


NAME _ 
ADDRESS 


4th Dimension, Green Gables, Blackmore End, Braintree, 
Essex CM7 4DN. Telephone: (0371) 850323. 




SPACE WARRIOR 

New high skill arcade game, attempt to 
destroy the Hawkmaster and his Hawk 
assassins, avoid the disruptor bombs and 
mines. Avoid the Sub-planetary Pokers. 
There are six different all action screens 
high score facility and training mode for 
every screen. 48K SPECTRUM. 

Flip side DOG FIGHT 

A version of the popular Micronet game. 


CHATEAU OF THE UNDEAD 

IIow would you kill a zombie 
or living skeleton? Can you 
escape with the masters treasure 
and kill the VAMPIRE before 
becoming one of the UNDEAD. 
Real time original adventure 
game. All locations are graphi- 
callv illustrated. 48K SPECTRUM 


THE ULTIMATE QUEST 

A haunting, an incredible jourae 
a quest to find an almost 
irretrevable treasure which is 
scattered throughout this intrigiiii 
adventure. Traditional text only 
adventure game. 48K SPECTRUM 


WHEELER DEALER 

A very challenging buy & sell 
game where you, as a very busy 
salesman must travel from town 
to town, avoiding arrest, muggings 
floods and falling black market 
prices. Can you make a million? 
16K SPECTRUM 
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LMaBK KcrLEA 


One of the oldest games in the world! Originally played by 
Bedouins using pebbles and holes scooped in the desert 
sand, this strategy game has absorbed the mind of man for 
thousands of years. Superb graphics and music, with a 
choice of levels and depth of search. Easy to learn, 
fiendishly difficult to beat! 

Commodore 64 Cassette <7.95 Disk <9.95 


COMMODORE CASSETTES ARE ‘FASTLOAD' 


A new angle in alien zapping! Against a brilliant backdrop 
of stars, you must defend your asteroid base from wave 
after wave of swooping mutating starships. Your defence - 
a powerful laser deflected against a giant mirror. How long 
can you hold out before your defences crumble? 

BBC Model B Cassette <7.95 

Electron Cassette <7.95 

COMMODORE SOFTWARE MALL SHORTLY BE 


ARCHIPELAGO 

Dare you venture into the ancient undersea labyrinths 
which link the islands of the Archipelago? Fabulous jewels 
await you there - but the guardians of the treasure mark 
your every move, waiting to deal a swift and terrible 
vengeance. How long can you survive? 

A fast-moving, action-packed game with brilliant graphics, 
animation and music. 

Commodore 64 Cassette <7.95 Disk <9.95 
(joystick needed) 


RANORAMA(H) 

An outstanding graphics package for the Commodore 64. 
Features include: free-hand sketches, circles, ellipses, block 
move, copy and reverse, magnification choice of cursor, 
joystick or key control. PLUS texture definition and texture 
and colour fill. PANORAMA (H) uses the full colour facilities 
of the Commdore 64. 

Cassette <17.95 Disk <19.95 


n 


WEST 

A compulsive adventure game set in a ghost town in the 
Wild West. Ybur task - to flush out a gang of bank robbers 
and retrieve their loot - with only your trusty steed and your 
six-shooter to aid you! 

Test the speed of your draw, your skill at cards, your powers 
of survival! 

The first of a stunning series of adventure games from Allan 
Black, played in real-time. 

Commodore 64 Cassatt* <9.95 Disk <12.95 
BBC Modol *B' (text oniy)Cass«tt* <7.95 
Electron (text only) Cassotto <7.95 




SOFTWARE FROM SCOTLAND 

Talent games should shortly be available from your local 
software retailer - or post off the coupon now. 

INSTANT CREDITCARD 24 HOUR ORDERING SERVICE TEL 041 552 2128 


B»*i,EMT 

Curran Building, 101 St James Road 
Glasgow G4 0NS Tel 041 552 2128 


TO: TALENT COMPUTER SYSTEMS FREEPOST (no stamp required) GLASGOW G4 OBR 
Please send me the following items 


PANORAMA (H) 

PANORAMA (H) 

ARCHIPELAGO 
ARCHIPELAGO 
KALAH 
KALAH 
WEST 
WEST 

I enclose-a PO/Ches,ue to the value of £ _ 


BBC MOOfcL B 

LASER REFLEX 
WEST (text only) 


LASER REFLEX - 

WEST (text only) - 

Total (includes postage and packing) 

Please debit my ACCESS/BARCLAY/TRUSTCARD 


Name (block capitals) _ 
Address _ 


Signature - Tel 

Please allow un to 7R riavs for rfeln/erv We shall not hani, r »r 




















































don't have a Micr 
don't bother with 
SAVE and LOAD 
lines 5500-55l|> an 
respectively. If yot 
an Interface 1 oH 
you'll find that tha t 
bit cagey about acf 
of those lines | 
mediately after the! 
Listing 1 make a 
machine code from 
BIG K. 

The program's! 
design/editor, allj§ 
construct an obje 
build up on thafl 
from various dill 
and at varyu^^H 
SAVE/LO/^optio 
you to 

MicDg®fe artd ret 


nnatically load the will refuse to draw ai 
3 ) you're greeted don't completely 

igs, a black screen. screen, with some 
you'd either load looking results. 


There s only one problem 
with this method; it isn't possi¬ 
ble to draw curves. This is no 
great handicap, however, since 
in most applications you don't 
need to draw curves anyway 
and, when these are required, 
you can often form approxima¬ 
tions of curves using several 
straight lines. The commands to 
construct objects are as follows: 
T~if you press this then the 
I computer will ask for the x, y and 
Z coordinates of the next point. 
The computer will then move its 
imaginary pen from its old po$i~ 


allow you to rotate the object in 
the appropriate^^^fe^'g 

Digit keys 1 to 9^ Again, in 
common with last montri%prog, 
these keys define how mu^the 
object rotates when you pross 
one of the rotation keys. 

The final three commands anl 
associated with actually enter^ 
ing the data needed to construct 1 
an object. As I mentioned last 
month, 3D points are repre¬ 
sented using x, y and z coordin¬ 
ates. The program uses the 
method of defining 3D objects 
as points joined (or not, as the 
case may be) by lines. Imagine! 
that you had in your possessioJ 
a piece of very rare and expd|| 
sive 3D graph paper. Givenjns 
coordinates of a point gif the 
paper, then you could g^Seethe 
tip of a pen in the appropriate 
position. Given another point 
you coulcLdraw a straight line 


commands, 
ly press the 
the compu- 


IMjifts you change the 
jjFPAPER and BOR- 
K. Due to the prob¬ 
ed by the Spectrum's 
^attribute system, it's 
ile to make objects in 


\ the End option. Press 
[you'll get the 'STOP 
I' report. If you in- 
|v press this key then 
ft will set you back on 
lines with no harm 


lot a ZX Printer 
ty give you a 


objecrwer ;se t 

first entry, thlrbt 
draw a line from tne ortgir 
it knows that the firstsfeto 
dinates are simply then! 
the pen in the correct ^ 


repre- 

tbdobfect). 
lifhy different ways 
ledata for an object 
iram such as this. 














H(40,40,40) 


D(40,40,-40) 


E (40,-40,40) 


A(40,-40,-40) 


iced that si< 




t,-30,0.-30 : p,30,0,-30 


any vantage 


is a result 


straifjPl 
the lack 


fext example, shown in 


solidity in the 


ter one 


some weird resultstjjf course, 
there are ways anqpvieans of 


l, and then go 
command and 


sort of sign. It is the most 






A (-30,0,-30^^/ \ 

T 3(30,0,-30) 


line is closer than ; 


^is a cube. To make matters sion when 
iplicated, there are 12 lines As well as iS 
contend with but only 8 
joints. Unlike the square, it's not 
F possible to draw it without where it's impo: 

going over a line twice. The data brain to work out 

for the cube is as follows. Read 
across the page: 
p,40,-40,-40 : t,-40,-40,-40 : 
t,-40,40,-40 : t,40,40,-40 : 
t,40,-40,-40 : t,40,-40,40 : 
t,-40,-40,40 : t,-40,40,40 
t,40,40,40 : t,40,-40,40 : 

L p,-40,-40,-40 : t,-40,-40,40 
>,-40,40,-40 : t,-40,40,40 
L40,40,-40 : t,40,40,40 


preventing hidden juKsn-up- 

drawn, but the 
mathematicaly 

therefore oainfuIIv llw ^vftn 
machine code) onJpjMl 
such as the Spec^Err^'So unless; S8 
you've got acoiss to a main- 

he method I've used to draw frame, I'm afptd that hidden J 

construct two squares pa- lines are h^^p^fay. Thaqkful- 3 

one another, with one ly, theri^^^;;a> few "efr^" 1 

methg^s;— that rely solely on 
^properties of an object :J|| 
to suppress hidden lines — that 


10 REM 4 * 4 4 4 4 * 4 4 4 4 * * * ** * * * * ** * 
-.0 REM 4 3D Rot ater- Program 4 
gp rfm 4 Bu Richard Taylor 
40 REM * July, 1384 

50 REM 444444444444444444444** 
60 REM 

70 BORDER 0: PAPER 0- INK r 
00 r.LERR 58651 : LpRD ""CODE 
90 CLS : GO SUB 9000 • REM I r,it 

'100 GO SUB 1000: REM Rotate obj 


er.t 

11 0 

IF a*="d" 

OR a*="D" 

THEM 

GO 

SUB 

120 

2000 

IF a*-"m" 

OR a*®"M" 

THEN 

GO 

SUB 

130 

3000 

IF a*="c" 

OR a*="C" 

THEM 

GO 

SUB 

1.40 

4000 

IF a*="s" 

OR a*="S" 

THEM 

GO 

SUB 

150 

5000 

IF a*="1" 

OR a*="L" 

THEM 

GO 

SUB 

160 

6000 

IF a*="e" 

OR a*="E" 

THEM 

ST 

OP 

170 

IF a*="p" 

OR a*="P" 

THEM 

GO 

SUB 

180 

7000 

IF t“ 

OR a*="T" 

THEM 

GO 

SUB 

190 

8000 

IF a*="9" 

OR. a*= " 0 " 

THEM 

CO 


PY 

200 GO TO 100 
1000 REM Rotate Object _ 

1010 IF o*<>"" THEM RANDOMISE US 
r 58084 

1020 LET INKEY* 

1080 IF a*>*"l" AMD a*<="9 THEN 
LET step-VAL. a*: BEEP .1,30: GO 
JO 1010 

1040 IF a*="x" THEM LET a=step 
GO TO 1700 

1050 IF a*-"X" THEM LET a--step : 
GO TO 1700 

1060 IF a*="y" THEM LET a-step 
GO TO 1800 

CONTINUED ON PAGE 100 

























DATA FOR 

p,5,-5,-10: 
t,5,5,10: 
p,40,5,10 : 
P/5,5, 10 . 
t,-5,5,10 : 
p,-5,40,10: 
p, 5,5, 10 . 
t,-5,-5,10 : 
p,-40,-5,10 
p,-5,-5,-10 
t,5,-5,10 : 
p,5,-40,10: 


t,40,-5,-10: 
t,40,5,10: 
t,40,5,-10: 
t,5,40,-10: 
t,-5,40,10: 
t,-5,40,-10: 
t,-40,5,-10: 
t,—40,—5,10 
t,-40,-5,-10 
1,—5,—40,-10 
t,5,—40,10 ' 
t,5,-40,-10 : 


t,5,5,-10 : 
t,5,-5,10 : 
t,40,-5,-10: 
t,-5,5,-10: 
t,5,5,10 : 
t,5,40,-10: 
t,-5,-5,-10: 
t,-5,5,10: 
t,-40,5,-10: 
t,5,-5,-10: 
t,-5,-5,10: 
t,-5,-40,-10 


t,40,5,-10 : 
t,40,—5,10 ■ 
p,40,-5,10: 
t,-5,40,—10: 
t,5,40,10 : 
p,5,40,10: 
t,—40,—5,—10 
t,—40,5,10 i 
p,-40,5,10 : 
t,5,-40,-10 : 
t,-5,-40,10 : 
p,-5,-40,10 : 


1080 IF THEN LET «t.p: 

THEN LET ,=-steP 

GO TO 1900 

1100 PEEK 59052+a 

Tet b =PEEK W: IF b< 18® 

then go to 1010 poke 

1720 IF SGN a—1 1 HLH 
1730IF SGN a=l THEM PUKE 

So pnKE O 58053,FFEK 580 fb*l 
S LET L-PEEK *®«' IF »■ > 

is “ «"■«» 

,b^76 . - rU r 7 L. poke 58050 , 

1830 IF SGN rHbN 

b~ 180 

as p 0 ^° 5 i'S^F 4 ;<iB 0 

1910 LET b=PEEK 

S sm'S-l THEN POKE *054 

.I-* IF 8 EH THEN POKE 50054, 
b-180 

1940 GO TO 1010 . 

3 ^ D iV , LEN I S<>t THEN GO TO 301 

0 _ „ h*-"0" THEN GO 

3030 IF b*=”d' uK ** 

,SSV>.. «<>•"• TH ™ 

3 So T °N?m‘’"« 00 «F'“ TI '" FOOT* 


''Filename? " EI !j!jvj7 

OR LEN c*>10 THEH 


5560 CLOSE #4 
5570 RETURN 
5800 INPUT ' 

5810 IF c*=‘ 

GO TO 5800 

X ST" D ? M r b * wish to verif 

la' if'len b*oi then go to 


TheHe^ 


33.0 RETURN _ i ub/T ipf 

SWWr,sr* 

« ’"^LEH oSO. THEN 00 TO 60. 


'6030 


Continued 


page 


99 


,P o.-«- OP FfH 00 

'eSoTW.-T- ONO L.O-T--THEH 

6 So T ?N^-p;...p*”f r r TER for 

OTSO*y iS'cLlO THE.. 00 TO 605 
L-0 U» c, 0 «T« .»> LET 6 .-K 


ss sssr->-« • 

0-7 > " • a .. - r upu GO TO 40 

4020 IF a<0 OR *->'■ IHLN GJ 


4080 INPUT "New PAPER colour? <0 
So" iF b<0 OR b>7 THEN GO TO 40 
Zm INPUT "New INK colour? CO-7 


3060*IF a<1 THEN GO TO 3050 

3100 INPUT "DIMINISHING FACTOR? 

• '■ r . 4 THEN GO TO 3100 
o,iifi IF 1 mr - M 

FLfl 


,p THEH INPUT WKEYO, 

RETURN 2 TO LEN o 

3520 LET d*«oV. FUR d - 

* STEP 4 

3580 FOR e=0 TO - 

ss "«r«"3 b=s " IF 

L 0R b< 128 THEN ™ -JVxT e 
3570 LET o*<d+e;-GHR* & 

NEXT d 

ocrpp 1 INPUT INKEY# 

3580 ^^Sp !<•^ E 

3800 INPUT i INKET = n ^ r£TURH 


> " ;c _ nfi> ,-.,7 OR b-c THEN G 

4060 IF C-x0 UK 

0 TO 4050 pfiPFR b INK c 

4070 BORDER a T| PHrER b 

4080 LLb - - nirrodrive/Tape 

5000 iMPuf "IbVE o'mCRODRIVE 0 

35 5 ■ ■« «;•«" 1* “ 

TO 5500 . . bS <>"T" THEN 

5040 IF b*<> HML 

SAVE c* C-ATA x*0 

5070 GO SUB -J „ h h t hEN RE 

5080 IF t.*= " UR D* 

TURN „ .-.Mr, h$< >"Y" THEN 

5090 IF b*<> ,, y“ MML b * 

GO TO 5070 %( , RETURN 

5100 VERIFY c* OHTH A9■ 


6080 RETURN ? ( 1 -e> " 

6500 INPUT "Which dr -• 

So N IF b L,EN b*<>l OR b*<^“ ° R b 
$ v-e» then go to 

gs SJt,??.* 

6540 INPUT #4:o* 

6550 CLOSE #4 
6560 RETURN 

7000 REM Add new pom- 

j£! — 

7510 IF a<-123 UR a^i-' 
7520 T IF W SGN r=-i J THEN LET *=*+25 

?s« irs «' b< ■ > ‘ m 

T b THEN GO TO < L ET b=b+25 

7550 IF SGN b—1 rHfeH Ltl 

?*» 4<>I« 

-«=,70 IF c .'■■■ -1 X>-' UK j~ • 
i 5 l0 T IF N 8GN S-StHEN LET c-c + 29 


b 590 LET e*=CHR* *+CHR4 b+J 
7600 RETURN 

.3000 REM Hdd new 1 - 7000 

is S S wSTuit —«»• 


5500 GO SUB 5800 7 , 1 - 8 ? " 

5510 INPUT "Which drwe. ■ 

SpSpSh 6.0. THE,. 60 TO »1 

5 53<s IF b«<-V * b»>" 8 " ™ E " 

TO bb 10 . ,irti b?t» 

5540 OPEN # 4 .;"m",'/HL b*, 

PRINT #4;o* 


1 +e¥ 

3080 return 

9000 RF.M Initialise 

9010 LET 0 *="" 

9020 LET steP-J 
9030 PUKE 58052,0 
9040 POKE 58058,0 
9050 POKE 58054,0 
9060 RETURN 


LET 


FT 
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VMP hen you’re up against all the evil in the universe, you 
need the finest joystick. Weak, sticky slow controls 
can only lead you to your doom. 

You need a Wico.® The controls in more than 500 
modem arcade games are actually made by Wico.® They set the 
industry standard fordurabilityand performance. And the 
arcade quality goes into the Wico® you take home 

Wico® joysticks work directly with the 
Commodore 64,™ Vic 20,™ all Atari® Home 
Computers and Atari® Video Games. 

Add an interface, and you can connect into 
a Sinclair Spectrum or Apple II® and lie.® If you 
have a new MSX computer there’s the just 
released MSX Grip Handle for you. 

What do you get? A man-sized handle 
on a virtually unbreakable shaft. Tough, 
ultra-sensitive Wico® switchgear. A heavy¬ 
weight base. A year’s guarantee. And more 


dodging, chasing and blasting power than ever before. 

The Wico® range includes the famous Red Ball,™straight 
out of the arcades. The Three Way Deluxe with interchangeable 
handles. The light but rugged Boss. And check out the state-of- 
the-art Trackball: many owners use it for serious programming, 
where it gives them effortless cursor control. 

Ask your dealer to let you handle a Wico.® Quality 
(you’ll find) costs money 

But if you want to have less trouble fighting your 
controls, and more power for fighting the 
forces of darkness . . . only Wico® is worthy 
of your hand. 


CGL HOUSE, GOLDINGS HILL, LOUGHTON, ESSEX IG10 2RR. 01-508 5600. LOOK 


wico 

THE FINEST HAND CONTROLS 
IN THE KNOWN UNIVERSE 
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GAMES, 

>, GAMES! 





Software Index, the best 
magazine guide to thousands of 
Software Programs. 

Packed with GAMES Software 
—what the games are and 
where to buy them. 


\OVER 2 


TO PLAY 


PLUS 

Over 1,000 Educational Programs. 

The only software guide to 
programs for the eight top Micros. 


BBC 

COMMODORE 64 
DRAGON 
VIC 20 


ORIC 1/ATMOS 
ATARI 400/800 
SPECTRUM 
ZX 81 


oFTwaRe 


1984 No. 4 £1.50 


INDEXH 

IN YOUR NEWSAGENTS NOW 


I 

i 



Chris Tarrant presents. 


'See the 
best 

games you 
can buy in 
full colour 
action! ^ 


Spectrum • BBC Micro 


• Commodore 64 


Great video offer! 

CHRIS TARRANT battles his way through 
twenty-one mind-boggling computer 
games in an original video programme, 
it's fast and furious fun—and it’s also an 
invaluable guide to the best computer 
software on the market. 

"A smash hit!" ( TV Gamer) ...Only 

"Mindboggling"( SundayPosti _ _ _ - 

"Revel in Chris Tarrant! ” ( Big /0 Cl 2.85 s 


TO; CHRIS TARRANT VIDEO OFFER 
Department CTV2, Rochester X, Kent ME99 1AA. 

Please send me.copy/copies of the video at 

£12.85 each (inc. VAT, p&p). Please allow 28 days for delivery. 
Tick format required: ^ H$ Q BetamaX □ 

Total COSt: 

Name (BLOCKLETTERS). 

Address. 

.Telephone. 

I enclose cheque/PO No. value 

£.(Cheque payable to IPC Magazines Ltd) 

l wish to order by Access or Barclaycard 
A/c no: 


Signature. 

Access and Barclaycard holders may order direct by 
telephoning 0634 407380 at any time. 


Chris Tarrant Video Offer, Department CTV2, Rochester X, Kent ME99 1 AA 















































... He knew that parachuting in the enemy compound was no problem. The run for his 
life was getting from one place to another searching for the scattered secret files 

The task required every skill he could master! 

ALL OR NOTHING-WITH CURRAH SPEECH! 

Three D action - a superb combination of arcade, adventure and strategy- Superfast 
- Packed with action SPECTRUM 48K-C6.95. 



(Send for our full list of games). 



Do you write your own programmes? 
If you do, we would be delighted to 
evaluate, and perhaps make your 
game part of our range! 


BEX DISTRIBUTION LIMITEDi 


17 MARBLE HOUSE, ELGIN AVENUE, MAIDA VALE, LONDON W c 
TEL: (01)2862371. 




NOTHING Sim 
ame, address, and gam 
RO. for £6.95 made pay 


RDERS 

1.00 per game ordered] 
14 to 28 days for deliver 


on a piece of 
nclosing 
BEX 
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Available from computer software 
stockists nationwide, including 


Addictive Games 


To order by mail (p&p free) send 
cheques or postal order to: 


//IK RICHMOND HILL, BOURNEMOUTH BH2 6HE 



VALUE that's 
out of this world 

N ONE CASSETTE 


It is impossible to tell you everything 
about the 50 games on 
CASSETTE - 50 but they include 


NOW AVAILABLE FOR C*< 

DRAGON OOBaIb Spectrum 


ELECTRON Atmos . 
ATARI ORIC-1 ZXBl . VIC* &!) 


many types such as maze, arcade, 
. missile, tactical and logic games, 

. to suit most tastes in computer 
game playing. 

CASSETTE - 50 will appeal to 


EXPRESS DELIVERY- 
ORDER NOW 


Please send me by return of post. Cassette 50 at £9.95 
per tape. I enclose a cheque/postal order for 

made payable to 
Cascade Games Ltd. 


£ 


1 


people of all ages and the games 
will provide many hours of 
entertainment for all the family at 
a fraction of the cost of other 
computer games. 

WE PAY TOP PRICES 
FOR TOP QUALITY GAMES 


Name _ 
Address 


- Post Code _ 

Country____ 

Dealers & Stockists enquiries welcome. 


Please debit 



l II 

COMMODORE 64 
SPECTRUM 
ATARI 


VIC 20 


ORIC-1 


BBC A/B 

ELECTRON 


ZX 81 


APPLE 

ATMOS 


DRAGON 




Cascade Games Ltd., 

Suite 4, 1-3 Haywra Crescent, Harrogate, 

North Yorkshire, HG1 5BG. England. • 

Telephone: (0423) 504526. BK 11 / 85 J 


































































ADVENTURE PLANNER is the latest new 
product from Print 'n' Plotter Products Ltd. 

If you're an Adventure Game nut, it's exactly 
what you have been looking for! 

No matter how complex the game, 
ADVENTURE PLANNER can help you sort out 
the riddles faster . . . and keep a permanent 
record of where you are so that, next time you 
play, you will know where you left off! 

It consists of a 50 page, fully bound, pad 
with a complete 'mapping' system for any 
Adventure Game ... on any Micro. 


There's over 150 locations per sheet (7,700 per 
pad) and it's a BIG SIZE A3 (16%' x 11%"). 

It is, of course, professionally-produced — 
what else would you expect of a Print 'n' Plotter 
Product — with graphic cover, board backing 
and complete with instructions, hints and tips. 


At only £3.95 (plus p+p) ADVENTURE 
PLANNER is tremendous value . . . and 
remember, it also helps you to write Adventure 
Games. 

It's the best way to beat the system . . . faster. 


If you program games (or just like a bit of fun) don't forget Print 'n' Plotter's other fabulous products. 


PAINTBOX (48K Spectrum). The most professional 
graphics tool kit that makes drawing anything on 
screen simple — and saves results as re-callable 
machine code . . . Your Spectrum said: "One of the 
most outstanding programs I've seen this year." 


SCREEN MACHINE (48K Spectrum). The program 
that gives you instant machine code techniques for 
screen and graphic planning — plus a complete text 
compiler to cram a fantastic amount of game 
instructions into memory! 


ZX PRINTER PAPER. Now at only £12.00 for 5 rolls 
. . . the best Printer Paper for the ZX PRINTER! . . . 
(discount for 10 rolls). 


ORDER NOW OR 
ASK YOUR LOCAL 
COMPUTER SHOP! 


CREDIT CARD 
24hr ANSAPHONE 
ORDERS 01-660 7231 


Post to: DeptKIO Print 'n' Plotter Products Ltd 19 Borough High Street, London SE1 9SE 
Please send me the following: 

.ADVENTURE PLANNER @ £ 4.50 .SPECTRUM JOTTER PADS @ £ 9.00 

.PAINTBOX SOFTWARE @ £ 8.25 .5 ROLLS ZX PRINTER PAPER @ £12.00 

.SCREEN MACHINE @ £ 8.25 .10 ROLLS ZX PRINTER PAPER @ £23.00 

All prices include VAT and U.K. postage 

Overseas orders add 25% on quoted prices for additional handling 

□ I enclose remittance in full 

□ Please bill my ACCESS/BARCLAYCARD/VISA/ MASTERCARD No: 


(Phone 01-403 3622 for Dealer and other enquiries) 
Name:_ 




.Address: 


K10 




















































“Over the past few months many people have sent me the 
best software that they have written and asked me to publish /s' 
itforthem. I’ve picked the best of the best and they are As 

available now from Silicon Joy” /\ 




“This excellent strategy game puts you in 
charge of a Grand Prix team and your task is to try 
and win the Team Championship.” 

Features: Race Action ★ Driver selection 

★ Racing Car Engineering ★ Mechanics 

★ Finances ★ Sponsorship problems 

★ Crashes etc. 



“A 2 or more player Boxing game in which you 
fight your oponents with excellent on screen fight 
action. There is even a World Championship 
league included in the game!” 


RUN-YOUR-OWN 
-LEAGUE 


Requires Printer £6-95 



SCORES FOR FIXTURE WEEK 3 

1 Addictive R* v Stourvale ^3 

5 0 

2 Corinthians v Richmond Utd 

2 2 

3 Wimborne W. v Kings Arms 

2 1 

4 AFC Spectrum v Red Lion 

1 1 

5 Poole OB v Charminster 

3 0 


/ “A very useful utility program which allows 
anyone to run a League with ease. This 
professional program is designed to be used for 
almost any sport or game and has many features.” 
E.g. Up to 30 teams per division ★ Match 
cancellation/award ★ League Tables calculated 
★ Variable points systems etc. etc. 



TRIO 


3 quality games on one cassette for just £5.95 (under £1.99 each!) 


ASCOT- “an excellent horse racing gambling DRACULA’S CASTLE - “This is an amusing CHAOTIC CAVERNS - “A highly addictive 

game with superb race graphics.” Realistic odds arcade game in which you must run around the maze chase game with 7 caverns. What really 

and up to 6 players per season. castle to switch the lights on while avoiding the makesthisgameisthatitrequiresahighdegreeof 

vampire bats. Beware of sleeping Draculaas lights strategy to master it.” 

wake him from his coffin. Can you survive till 

dawn!” 


Look for the yellow packs in 
Software Stockists 
nationwide. 




































































Bomber's away—and so are you! Your task, 
to seek out hostile forces concealed within a 
vast mountain cavern network. As you pilot 
your plane through an ever-narrowing tun¬ 
nel of solid rock, keep your eyes peeled for 
enemy fuel dumps. Only by taking these out 
as you pass overhead can you hope to keep 
your own fuel supply topped up and thus 
keep flying. Prang a rock and you perish. 
Keep a cool head, keep flying and above all 
keep bombing! The name of the game is 
survival. Not for the claustrophobic! 


mmmm 
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620?&74=S7. 

SolfS<2>-. THEN .-HINT »».«>! 

rJ ' F ,V i It 'll HC.T.-O THEN OOIO y lfcO 
660PRT.M T TAB<XB*/.~ J. 

6/0YB*/.=YB"/.'M 

ABOPOX."'' < 11T MPM i- X B'X, '• YU/.* 4u ) 

690: 

FLAG7.- 


0YB7.=YB"/.i:l 

!OPnx= :' <HIMEM»XB-41 YU/.*4u) 
loir YB%.>22 OR XBV.O' OR P0^255 t HUM 
Pi AG*/.=0 5 SOUND 0 , 15, V., 3= bU10 / *■'■> 

/OOII P0%=94 11II 14 rNvrton !,!»-> y j‘ ’ 

, 1 cr . «=• i 5 1 26 , o , o , 1 , 1 26,1 --6 5 oUUNu l , - 

"'too ’ FT AG"4=0: PRI NT TAB ( XB7., VB"4 > 5 " 

277; 7 L i aa. «r.*-8C** 10s GOTO 720 


* 0 - 

FI ‘/.-•FUELX ‘ 1005 SC^-SCY, 1 Id" bU i U 
7 j. OPR I NT TAB < X B% i YB %> 5 
720UNT H. O 

730EMDPR0C 

740 s 

760RCM ** Type the machine cod. 
•‘770RFH ** in carefully or e.i 7,3 
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Letters to BIG 


..a\ikia WIN 


ISTHEWORLD'S 
SECOND BEST 
COMPUTER MAG 
BORING? 

Congratulations on having the 
same 'whistle after me' attitude 
in computing as Daley Thomp¬ 
son has in sport. You've won the 
1984 Steven Craig Best Laugh 
Award for your Rubber 
Keyboard feature (BIG K, Aug.). 
BIG K isn't just full of boring dis¬ 
assemblers and benchmarks 
like the weaklies. 

I recently saw Gremlins on re¬ 
lease in Canada, and I'm send¬ 
ing you some pics that weren't 
available for your 'Celluloid'fea¬ 
ture (BIG K, Sept.). Let me tell 
you. Gremlins is a really great 
movie. Watch out for Ghostbus- 
ters too. 

Can we please have a picture 
of you? I'm desperate to see 
what you look like. 

Steven Craig, 

Penilee, 

Glasgow. 

BELOWTHEBEIT 

Has Tony Tyler got some per¬ 
sonal reason for his vendetta 
against Atari? His latest 
onslaught on American maga¬ 
zines was totally inaccurate. Pre¬ 


sumably he based his assump¬ 
tions solely on the issues whose 
covers he reproduced. Assemb¬ 
ler is covered in one of those 
issues, complete with listing. 
Other articles include listings in 
Forth and Action. 

He obviously didn't find out 
much in the time he owned an 
Atari or he would have known 
that Atari Connection is the 'in- 
house' magazine that was sent 
free to all registered owners like 
Britain's I/O. As such, you can't 
expect to see much in it. 

Finally, if these magazines are 
aimed at the novice how low is 
the market your magazine is 
aimed at? 

Ken Ward, 

Lakenham, 

Norwich. 

T.T. reacts: 

•l /endetta? Onslaught? My love 
for Atari products knows no 
bounds — it is no exaggeration 
to say I would willingly lay down 
my life for Atari Corp. — while 
my ignorance of all this user 
group >stuff (thank you for en¬ 
lightening me, by the way) was 
based solely on the fact that 
Atari Corp. (for whom I would 
lay down my Iife) lent me my 800 
(which is why I would cheerfully 
laydown my life, etc.) — and as a 
result I never got onto any sub¬ 
scriber lists. Therefore, etc. 

As for what sort of level BIG K 
is aimed at.. .why, YOUR level, 


Ken. You read it, didn't you? 

P.S. You haven't got a beard 
by any chance, have you? 

AMSTRAD WRITES... 

Shock horror. I read John Con¬ 
quest's review of the noble Am- 
strad and wasn't at all sure what 
to make of it. He seems to have 
made some subjective assess¬ 
ments without the benefit of all 
the facts. 

Firstly, it was designed by Ro¬ 
land Perry. He won't change his 
name for anyone — not even 
BIG K. 

Amsoft has certainly taken a 
hard line with some software 
houses who were initially in¬ 
vited to participate in pre-launch 
development. When it looked as 
if the very expensive hand-built 
prototypes were not actually 
being put to good use, we repos¬ 
sessed them and gave them to 
other houses who've proved 
more vigorous. 

All the firmware information 
necessary to write on the 
machine has been published 
well before we started advertis¬ 
ing the hardware, so my consci¬ 
ence is clear. We naturally in¬ 
tend to handle as much software 
as possible since as you fre¬ 
quently observe, the availability 
of software is crucial to the suc¬ 
cess of a machine — and I'm 
rather relieved we didn't leave it 


up to those whose Ferraris and 
crates of Dom Perignon are now 
resting in the hands of receivers 
up and down the land. Firms 
with pretensions to even bigger 
things like Jumbo Jets make me 
even more nervous. 

William Poel, 

General Manager, 

Amsoft. 

ALLK'DUPAND 
NOTHING TO 
LOAD.. ? 

I've just got a 48K Spectrum but 
don't know what software to 
buy. Please send me your re¬ 
commendations for adventure 
and arcade-type games. 

Mark Schutz, 

Enderby, 

Leicester. 

0With over 5,000 recorded 
items of software available for 
the Spectrum, your best bet is to 
keep up to date with BIG K's re¬ 
views. 

COMPUTER SNOB WAR 
-EARLYWARNING 

Isn't it about time that the sadis¬ 
tic, full-scale, bloody battle be¬ 
tween different computer own¬ 
ers is stopped? Everywhere I gol 
hear "Look at the Spectrum 
keyboard! How utterly yuck!''or 
"Oh. The BBC has the very best 
BASIC, ahem." I own a CBM 64 
and am always being perse¬ 
cuted for my 'prehistoric BASIC'. 

But what are they getting their 
knickers in a twist about? They 
don't have to use it. Surely one 
computer is as good as another 
to its user. We all have to get to 
grips with our machine's good 
and bad points. So who cares 
what computer they have next 
door? 

Trevor O'Grady, 

London SE2. 

I recommend the following 
musical accompaniment for 
these games: 

Jet Set Willy (Our House - 
Madness) 

Atic Atac (Thriller — Michael 
Jackson) 

Sabre Wulf (In The Jungle - 
Tight Fit) 

Micro Olympics (Gold — Span- 
dau Ballet) 

Lunar Jetman (War Head — UK 
Subs) 

Chequered Flag (Driving In My 
Car— Madness) 

Jet Pac (Walking On The Moon) 
— The Police) 

Simon Curtis, 

Basingstoke, 

Hants. 

0How about playing "Imagine 
no possessions ..." for a certain 
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by NICKY XIKLUNA 


Liverpool software company? 
(ex). I've heard it's good music 
to move to . . . 


A question for disassembling 
folk: Who has an infinite lives 
POKE for Ocean's Moon Alert ? 
Zem, Squornshellous Zeta. 

A. G. Gatner, 

Guildford, 

Surrey. 

§And what do you have for 
breakfast, A. ? 


In answer to last month's ques¬ 
tion on how to kill the dragon in 
Twin Kingdom Valley. Get the 
'Staff of Power' off the witch in 
one of the other towers. 

Gerald McLaren, 

Glasgow. 

SABRE GOOF 

Have you spotted the mistake in 
issue six's Sabre Wulf map ? You 
only showed four possible 
amulet sites, whereas I've found 
at least 16. Here's my tip list: 

Use the red, blue and purple 
(disorientation) orchids as much 
as possible. Ignore all small-fry 
treasure in corridors and rooms. 
They may increase your score, 
but they don't enhance your 
chances of either finding the 
Amulet pieces or your 'percen¬ 
tage of game completed' score. 
You'll lose valuable lives trying 
to collect these pieces of rub¬ 
bish! 

Collect all the red statues. 
They give extra lives (nine max). ( 
Don't fully enter a room unless it 
contains a useful item. The 
penalty is probable loss of life. 

If you don't have all four 
amulet pieces upon entering the 
Temple — you have no defence 


against the Guardian. Always 
use an orchid before entering 
the Wulf's corridor. Remember! 
You have no defence againstthe 
Wulf. 

No joystick means no chance 
of getting a good score. Only 
take your finger off the fire but¬ 
ton in emergencies. 

You can't kill the natives! It is 
better to bash them once with 
your sword (as with the large 
animals). Then they'll buzz off in 
another direction. 

Make full use of pause control 
whenever you find a piece of the 
Amulet. Assess your position in 
the room — as the creatures will 
go foryou something terrible! 
David Parr, 

Washington, 

Tyne and Wear. 

•Countless thousands pointed 
out the Sabre Wulf goof in our 
map. There was a dead-end 
where a door should have been. 
The culprits are now safely in¬ 
carcerated in the Tomb of 
Gloom, one level below the 


Tower of Power. Thanks for 
timely correctives from — 
Jeremy Diccox, Tim Bailey, 
Andrew Brown, Douglas Nolan, 
Colin Grahamshaw and Carol 
Nolan to name but a few. 

WULF SABRED .. 

I have discovered a sure-fire way 
to conquer Sabre Wulf and get 
to the final screen. I am giving 
you my theory in response to 
your requestfortips in No. 6. My 
map is divided into grid squares 
numbered from 0 to F on each 
axis in the hexadecimal base, so 
that each square can be referred 
to by a two digit number. So you 
start at 8A. 

Amulet positions can be 
found in six different places. For 
example, if you find your first 
piece in square 7A, the other 
pieces will be in squares 2E, 19 
and 95. Each of the six positions 
containing the six pieces are 
shown in the table below: 


Route 1st 

2nd 

3rd 

4th 

no. 

piece piece piece piece 

1 

7A 

2E 

19 

95 

2 

9A 

3C 

53 

D4 

3 

7E 

34 

93 

85 

4 

B 

3A 

53 

62 

5 

CA 

D9 

D2 

62 

6 

IE 

25 

44 

D2 


The initial player problem isto 
find the first piece of the Amulet 
which will be in the first column. 
Then it's just a matter of finding 
the others and passing the keep¬ 
er of the Temple. Most readers 
should be able to do this, 
although it takes some practice. 
P. Weldon, 

Rhyl, 

Clwyd. 


PIRACY BORE 

I work in a computer shop and a 
lot of piracy comes to our atten¬ 
tion. Let's face it, it's not that 
prices are too high. It's just that 
punters prefer not to pay. Re¬ 
member— piracy lengthens the 
dole queues of thefuture! 

P. Clevett, 

Tadworth, 

Surrey. 

• That's enough piracy for one 
issue. 


GULPO 


SOMETIMES these things hap¬ 
pen. A guy writes something. 
It's good. You print it. Then 
comes Headline time. And the 
guy who knows who actually 
wrote the piece is off on holiday, 
while the guy left behind — who 
doesn't know — assumes it was 
written by the guy he expected 
it to be written by. 

Yes, folks, this is the real — 
the true — story behind the 
Great Atari Player Missile 
Louse-up. It wasn't written by 
ace Staines programme* Nigel 
Farrier (as we said). It was writ^ 
ten by ace Scots programmer 
Alex Boitz. Grovelling apologies 
to both. 

The other miserable self-shaft 
in recent times involved the 
absolutely ace conversi** of the 
PET original CBM Golf game by 
Jon Bull. We had this ongoing 
industrial dispute, see, and fol¬ 
lowing the any-port-in-a-storm 
principle, we out farmed the lay¬ 
out to a freelance artist. Now 
this chap is a worthy chap but 
he didn't fully appreciate that 
lines have to be in the right 
order. (He has since been shot.) 
So ... if any CBM owners out 
there are having more than the 
usual difficulty running this 
game, just contact us and we'll 
send you an intact listing. 
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We ve done it again 


Wr% 1 i 1 " As you fly from 

| 1 I cloud to cloud 

v i \| you will enjoy sky 

~ .=■ .. high excitement 

H dealing with the challenges 

presented to you by this superb 
release by Tom Mix Software. 

Machine language. 

1 or 2 Joysticks required 


You thought The King was 
great? Wait ’til you see this!! 
Outstanding high resolution 
graphics, tremendous sound 
make this “Medieval” type game 
a must for your software collection. 

_ For 1 or 2 Players 


£ 9-95 

ON CASSETTE 

Mail Order Sales from 
Microdeal Mail Order 
41 Truro Rd, St. Austell 
Cornwall PL25 5JE 


Contact MICRODEAL 
DISTRIBUTION 
0726-3456 

(Exclusive Distributors) 

Selected Tom Mix Titles available 
from computers dealers nationwide 
or from larger branches of - 

Stores 


Dealers 


C redi t Card Sales 

Phone 0726 3456 




















The ultimate 



The New Protocol4 interface for the ZX 
Spectrum brings you game control 
customising in a way that no other 
interface can. It accepts all 
commercially standard 
joysticks and is 
compatible with ALL 
Spectrum 
software. 

Operates like 
fixed option 
interfaces or 
can be fully 
hardware 
programmed. 

Infinite flexibility is 
achieved by the unique 
“CustomCard" System. 

CustomCards are easily 
programmed to suit all types of 
games. Protocol comes with 4 
pre-programmed cards allowing 
operation with Kempston, AGF/Protek, 
Sinclair joystick 1 and 2 options as 
well as 4 programmable CustomCards and 10 
Quick Reference Programming Cards. 

Simply clip in programmed card for immediate 
customised control. 


Other exciting features 


n 

d 

y 

it 

:S 

-b 

e. 

e. 



include: 

★ Automatic 8 direction control 

★ Guaranteed conflict- free with other peripherals 

★ Reset Button to clear memory between games 

★ Fully guaranteed for 18 months 

★ No power-down progamming loss 

★ Keyboard remains fully operative 

★ Complete with full instructions 

Also from the ACF Hardware range: 

★ Programmable Interface — Ever popular fully 
_ hardware programmed joystick interface for ZX81 or 

Spectrum... £24.95 + £1.00 p & p. 


★ Interface II — The best low-cost introduction to 
joystick control for ZX81 or Spectrum... £9.95 + 

£0.50 p & p. 

HEW: ★ RomSIot — Adds ROM cartridge software 
facility to Spectrum programmable joystick interface 
owners... £9.95 + £0.50 p Si p. 

★ Quickshot Joystick — Excellent value game controller 
.. £7.95 -I- £0.50 p S p 

★ Quickshot II — Trigger action firing button and unique 
Auto-Fire... £10.50 + £0.50 p S. p 

★ Extra “CustomCards” C5 per pack)... £3.95 inc p S p 

★ Extra “Quick Reference Programming Cards” CIO per 
pack] ... £0.65 inc p Si p 

SMB H MM MB i^M SMB M 

f Please send me... 

I enclose cheque for. q 

debit my Access/Barclay/Diners Card joj 

Account No.Signature. 

Name. 


Address. 


Specify computer ZX 81 □ 
Spectrum □ 

Send to: AGF Hardware 
26 Van Gogh Place 
Bognor Regis 
West Sussex 
Tel: 0243 823337 


atef 























SIMON SIMON SIMON SIMON 


CONTINUED 

FROM 

P-83 


ER 1; " ";AT 13,13;" BEEP a, 

3 PRINT AT 12 ,13; PRPER 0; BRIG 
HT 0;**O“;BT I3,13;"\S" 

6137 IP i$ = “4." THEN PRINT RT 12,- 

15; INK 0; PRPER 4; BRIGHT 1; OU 
ER 1; “ ";RT 13,15;" BEEP a, 

4- PRINT RT 12,15, PRPER 0; BRIG 
HT 0; INK 4;** / "; RT 13,15; " ■* " 

6138 GO TO 6130 

8140 PRINT RT 15,13; INK 7; PRPE 
R 0, OUER 1;" GO S 

US 6500 

6150 PRINT RT 17,0; INK 6;" If y 
ou get into di ficuUies youcan p 
ress Key "c~-Cclue or cheaU-this 
will then play the s\yundz hut n 
ot print the colours.”: GO SUB 6 


500 

6155 PRINT RT 19,7; INK 6;"G O O 
D L U C K «": GO SUB 6500: RET 
URN 

8160 GO SUB 6500: RETURN 

6500 DIM y$(128) : LET z$=" -= <PRE 

SS RNY KEY TO COMTINUE! 

6510 PRINT #0;RT 1,0; INK 1; PRP 

ER 7; BRIGHT l;z*: PRINT RT 2,0; 

INK RND*4-+4-; PRPER 0; OVER i;y$ 
8520 LET Z*=Z$<2 TO ) : IE 

INKEY $ <>“" THEN POKE 23606,0 . GO 
TO 6550 

6530 GO TO 6510 

6550 INPUT ; FOR f =7 TO 0 STE 

P -1: FOR g=Z TO 21. PRINT RT g, 
0; INK f; PAPER 0; OUER 1." 


•* : BE 

EP . 002 , g + f . NEXT g : BEEP .02,94- 

f: NEXT f 

6560 FOR f=Z TO 21. PRINT RT f.0 


”: NEXT f 
6570 RETURN 
scjag stop 

7000 CL5 : PRINT RT 2.4; INK 4; 

BRIGHT 1; 


5ZMEJN 



179OPR I NT TAB (A 7.,07.) ; CHRTR7; CHRT 141; WT 

1BOONEXT 

lBlOENDPROC 

1820: 

1 030: 

184ODER PROCintro 
1850RESTORE 1970 
1860REPEAT 
187OREAD WT 

1880IF WT= "NP" OR WT="END" THEN 1920 

189 ORE AD L7- 

1900PR0Cw(WT,L7> 


7010 PRINT INK 5; * “ Anthony u 

Shaw 27.04:84" 

7015 LET s$="weUui» ttouui s (i i ) 
mon": PAUSE 110. LET 5$="riten b 
i ii) an tun tee} j (ayisz ishi (or) " 
PAUSE 150 

7020 DIM q**2,ll>: LET q*tl)=*£>D 
you want": LET q$(2)fuctions 
■?": LET o$ = " the in St" 

7030 FOR f=l± TO 1 STEP -1: PRIN 
T RT 10,0;q$(l,f TO >;RT 10,19+f 
;q$ (2, TO ll-f);AT 9+f,11;o$;RT 
10 + f, 11; " BEEP . l,f: 

NEXT f 

7040 FOR f =0 TO 12: PRINT RT 12, 
f; INK 3;" Cy/n3": BEEP .005,f: 
NEXT f 

7045 LET 5 £ 1 :» tub) ‘dd> y i suu > l ( 
ii)K (dth) (eel in s t r u t cKf (ch)onz 

7046 PAUSE 165: LET 5$=''ans(er) 
(yy)es (or) n(oo)“: pause 100 
7050 PRINT RT 2,4. INK RND+4+4; 

— BZP1DN 



sSSw HLU t utlE 3«1 ki : FOR f =U5R "a" 

TO U5R “q“—1: READ a. POKE f,a: 

NEXT f: RETURN 

0010 DRTR BIN 0000.BIN 0000.BIN 
0001,BIN 0011,BIN ©110.BIN 1110, 
SIN 0000,BIN 0000.BIN 00©0,BIN 0 
000,BIN 0000,BIN ©000.BIN 0000,B 
IN 1111,BIN 1111.BIN 000© 

9015 DRTR BIN 000©,BIN 11000000, 
a, a, a, a, a,a .a,a,a, a,a, BIN 111100 
00,BIN 11110000,0 

9020 DRTR BIN 0000,BIN 0011,BIN 
0011,BIN 0100,BIN 1100,BIN 1000, 
SIN 0000,BIN 0000,BIN 0001.BIN 0 
Oil,BIN 0110,BIN 1100,BIN 1100,B 
IN 1111,BIN 1111,BIN 000© 

9025 DRTR BIN 0000.BIN 11OO0000, 
BIN 11000000,BIN 00100000,BIN 0© 
100000,BIN 00100000,BIN 01100000 
,BIN 11000000,BIN 1O000000.BIN 0 
000,BIN 0000,BIN 0000,BIN 0000. B 
IN 11110000.BIN 11110000.BIN 000 
0 

9030 DHTH BIN 0000,SIN 0011,BIN 
0011,BIN 0100,BIN 1100,BIN 1000, 
BIN 0000,BIN 0011.BIN 0011,BIN 0 
000,BIN 1000,BIN 1100.BIN 0100,B 
IN ©Oil,BIN 0011,BIN 000© 

9035 DRTR BIN 0000.BIN 11000000, 
SIN 11000000,BIN 00100000,BIN 00 
100000,BIN 00100000,BIN 01000000 
,BIN 10000000,BIN 10000000,BIN 0 
1000000,BIN 00100000,BIN 0010000 
0 ,• B IN 00100000, BIN 11000000, BIN 
11000000,BIN 0000 

9040 DRTR BIN 0000.BIN ©©01.BIN 
0011,BIN 0110,BIN 1100,BIN il©0, 
BIN 1100,BIN 1100,BIN 1100,BIN 1 
100,BIN 1111,BIN 1111,BIN 0000,B 
IN 0000,BIN 0000,BIN ©000 
9045 DRTR BIN 00000000,BIN 10000 
00©,BIN 000©,BIN ©000,BIN 0000,B 
IN 0000,BIN 0000,BIN 0000,BIN 11 
000000,BIN 11000000,BIN 11110000 
,BIN 11110000,BIN 11000000,BIN 1 
1000000,BIN 11000000,BIN 0000 
9999 REM 

USER DEFINED GRAPHICS 


1910UNTIL 0 

1920IF WT="NP" THEN PROCw(CHRT136 H"Pres 
5 any key to continue" ,23) : A~GETs CL 8 
1930UNTIL WT="END" 

1940ENDPR0C 
1950: 
i960: 

1970DATA Bomber,38,======,40,by,43,Jam© 

s M cr. P h 0 r s o n , 4 7 , ’ 1 N P *' 

1980D A T A " V ou are i. n an a i r craft, which 
is" , 5 , " f 1 y i n g i n a n 0 v 0 r n a r r o w :i n g t u n n 
el - " ,6 

1990DATA "BOMBER",31,"You have to contr 
o 1 the craft." ,S, "to a v o i d h i tt i n g t. h © r o 
ck 5 above", 9,"and b©1ow you.", 10,"Add©d 
to your probiem 0 is the 'fact",13,"that y 
ou f u ©1 is run ning out 1 ' ,14,"and t h © only 
way to gain more",15 

2000DATA "fuel is to destroy fuel dumps 
( > " , 1 . 6 , "on the ground. " , 17 , "NP" 

2010DATA "CONTROLS ",36,"Z.1 ©ft ", 

10 , " X . . . . .. r i gh t. " , 12 , " *.up " , 14 , " ?» 

_down ",16,"<SHIFT>...fire",18,"NP"," 

END" 

2020 s 
2030: 

2040D E F P R 0 C h i s c o r © s 
2050UNTIL 1 

20601F SC7.< 87. < 10) THEN GO TO 2240 
2070P LACE 52 0 
2080F0R 07“ 1 TO 10 

20901F SC7. >87. < 07 ) THEN PLACE=G"/.: 07> 1 0 
2100NEXT 
211 0CLS 

2120PR'0Cw < "Congr at u 1 at i ons ! ! " , 41) 

21 SOPROCw ( " You ar© " +STRT < PI....ACE) ' " out 
of 10",44) 

2.14 0 P R 0 C w ( " P1 © as© p u t. i n y o u r name" ,4 7) 
2150PRINT TAD <10 , 21)5 
2160 -» F X 15 0 
2170INPUT NT 

218 OF OR 07.=9 TO PLACE STEP -1 
219097. (07 .1 1 ) “ST. <07.) 

2200NT (07.1 1 ) “NT (07.) 

221ONEXT 

2220NT(PLACE)“NT- 
223087 ( PLACE) *-=SC7 
2240CLS 

22SOPROCw("Hi scores",30) 

2260FOR 07.=2 TO 1 1 

2270PRINT TAB(0,07*2 1);CHRT(12S+RND(7> 
) 5 07. 1 ; T AB (12) ; 87. (07 1 ) 


228 OPRINT T AB ( 23 ,07*: 



R 

= j 

B = 

. c = 

1 

D = L 

2290NEX1 


E 

= / 

F = 

i G = 

y 

H = _ 

2300PR'0Cw < " Pr ess an y 


I 

= / 

J = 

\ K = 

> 

II 

J 

3) 


M 

= { 

N = 

*■ O = 


P = * 

2::?10*FX15 0 

2320A=GET 

RC 


4 EG 

= O 

IK = 

0 

MO = / 

2330ENDPR0C 

3D 


1 FH 

= L 

JL = 

0 

NP = H- 



1);NT(Q71) 
k©y t.o continue" ,2 


THE END 











































COMPLETE GAME 


The 
ofDarkb 
awaits in 
Tower 




iwu 

the 


CAN YOU MATCH 
■ HIS POWER. 

STRENGTH & SKILL? 
I«j ^ Will the Dice be in 

your favour? 

Have you the magic 
potion, dexterity, and 
courage you need? 


w ^ ^ " 228.75 GIVES YOUR COMPUTER EYES! 

Available for: CBM 64, VIC 20, BBC/B, ATARI 


SLR 

IS TACK LIGHT R IFLEJ 


THE 


JUST TWO OF THE EXCITING 
PRODUCTS IN THE STACK 100 RANGE 


Available for the CBM 64, VIC-20 and 48K 
Sinclair Spectrum, this quality rifle comes 
complete with three exciting games and 
connects to your computer with 12 feet of 
cable. The SLR puts you in a different 
league. 


£ 29.95 


STACK 

100 

RANGE 


Please send me a Free brochure, price list and 
the address of my nearest stockist. 

Name. 

Address. 


CBM 64 Accessories 

Cartridges 

HELP - over 20 extra commands, disassembler and 
machine code monitor, DOS £28.75 
SUPERHELP - as HELP’ but with a comprehensive 
2 pass assembler £40.25 

ARROW - loads and saves a 32K program faster than 
a 1541 disk drive (use with 1530/C2N cassette deck) 

£33.35 

ARROW PLUS - as ARROW’ but with a 
comprehensive 6502 assembler £44.85 

4-SLOT MOTHERBOARD - (switched) £33.35 
and a full range of printer interfaces. 


STACK 1OO 

CUSTOMER INFORMATION CENTRE 

290-298 Derby Road. Bootle. Liverpool L20 8LN 
Trade Enquiries: 051-933 5511 ask for Trade Sales 


All prices are inclusive of VAT and delivery. 













































































SHARDS SOFTWARE PRESENTS 

AN EPIC TWO CASSETTE FAMILY ADVENTURE IN FOUR PARTI 


^ i 

{A. THE SEARCHING ,( 

_J 


, QUP -^:em£ sT ' h, ‘ N '_-— __ — -- * 



THE PETTIGREW CHRONICLE 






Selected available now at all good stockists or in mailorder 

Stores from SHARDS SOFTWARE Royeraft House Linton Road Barking Essex 

(send eheque/PO) OR Telephone through your Acecss/Yisa order to 01-591 7()(>() 















































































RTS 


bubble bus so 




CAVE FIGHTER 


STRIKE FORCE 


FLYING FEATHERS 


HUSTLER 


CBM 64 Tape £6.99 
Spectrum Tape £6.99 
MSX Tape £6.99 


EXTERMINATOR 


WIDOWS REVENGE 


THE CATCH 


WORD WIZARD 


QUIZZER 


CBM 64 Tape £6.99 


CBM 64 Tape £6.99 




QUADRILLION 

CBM 64 Disk £14.95 

Word Wizard, Label Printer, 
Poster Printer and Advertiser 
all on one Disk. 



WHSMITHfc 


WOOLWORTH 



LABEL PRINTER 


Top quality programs available 
from all good retail outlets or direct from: 

Bubble Bus Software 
87 High Street 
Tonbridge 
Kent TN9 1RX 
Telephone: 0732 355962 
Telex: 95151 




CBM 64 Tape £6.99 


PRINT SPECIAL 
LARGE 

CHARACTERS 


CBM 64 Tape £6.99 
















































ADVERTISEMENT INDEX 


Abacus.73 

Abbex.103 

Activision .17,31 

Addictive.105 

AGF.115 

Alligata.81 

Anirog.63 

Automata.13 

Beyond Software.58 

BlueChip.2 

Bubble Bus.119 

Cascade.105 

CGL.101 

Commodore.32,33,55 

Consumer Electronics.49 

Creative Sparks.19,21,23 

Currah. Cover 3 

Discount Computer.67 

Domark.7 

Duckworth.70 

Euromax.19 

Front Runner (K-TEL).25,37 

4th Dimension.96 

Games Workshop.72 

Gargoyle.94 

Hill MacGibbon.36 

Flutchinson (Lone Wolf).28,29 

Icon.57 


Legend.110,111 

Lothlorien.80 

Microdeal. Cover 4 

Micromania.45 

MLS.86 

Mr. Micro.66 

PGSL.120 

Print N Plotter.106 

Proteus.117 

Quicksilva.38 

Ram Electronics.71 

Ramjam Co.10 

Romik. Cover 2 

R&R.44 

Shards.118 

Silica Shop.87 

Silicon Joy.107 

Software Club.8,9 

Software Index.102 

Solar Software.62 

Stack Computers.117 

System 3.18 

Talent.97 

Tandy.43 

Tom Mix Software.114 

Ultimate.50,51 

Video Offer (ChrisTarrant).102 

Whitehouse Retail.120 


PGSL 

P P 

G c 

49 Knightswood 

0 P ^ G 
P G 

s s 1 

St Johns, Woking 

G S 

L 

Surrey GU21 3PU 

s 5 

L L 

OVER 500 PROGRAMS L 


ALL AT SUPER SAVER PRICES! 


AT LEAST 



10% OFF ANY PROGRAM 


SELECTION 



1 Tornado Low Level (Spec) 

£5.95 

£5.00 

2 Tales of the Arabian Nights (CBM) 

£7.00 

£6.00 

3 Sabre Wulf (Spec) 

£9.95 

£8.50 

4 Bumping Buggies (CBM) 

£6.99 

£6.00 

5 Full Throttle (Spec) 

£6.95 

£6.25 

6 Daly Thomsons Decathlon (CBM) 

£7.90 

£7.00 

7 World Cup (Spec) 

£6.95 

£6.00 

8 Wimbledon 64 (CBM) 

£7.95 

£7.15 

9 Worse Things Happen at Sea (Spec) 

£5.95 

£5.35 

10 Percy the Potty Penguin (CBM) 

£7.95 

£7.15 


We also stock over 500 programs for most other machines 
Send large SAE (A4 size) for a catalogue 

HARDWARE 

Most printers available at excellent discounted prices 
plus disc drives, monitors etc . . . 


ORDER FORM: Tick the program number required 
ID 2D 3D 4D 5D 6D 7D 8D 9D 10D 
I enclose cheque/PO payable to PGSL for£ 

NAME 


ADDRESS 


Post to PGSL, 49 Knightswood, St Johns, Woking, Surrey GU213PU k 11 


SOFTWARE ACTION AT 
LOW LOW PRICES. 


FROM WHITEHOUSE RETAIL 
ALL PRICES INCLUDE V.A.T. & P.&P. 



SPEC 

COM 64 

ATARI 

ELECT 

BBC 

DALEY THOMPSON’S DECATHLON - 
OCEAN 

5.80 

6.50 




BEACH HEAD-U.S. GOLD 

6.70 

8.50 




SABRE WULF-ULTIMATE 

8.30 




JET SET WILLY - SOFTWARE PROJECTS _ 
TORNADO LOW LEVEL-VORTEX 

5.20 

5.20 

6.50 




STRIP POKER-U.S. GOLD 

7.40 




ARABIAN NIGHTS-INTERCEPTOR 


5.85 




AZTEC CHALLENGE - U.S. GOLD 


7.60 

7.60 



PSYTRON-BEYOND 

6.50 



VALHALLA-LEGEND 

11.15 

11.15 




HIGH NOON-OCEAN 

5.80 

5.80 




WAR OETHE WORLDS—C.R.L. 

6.50 




BLUETHUNDER-R. WILCOX 

5.20 

5.85 

7.80 



MANIC MINER-SOFTWARE PROJECTS_ 

GUARDIAN - ALLIGATA 

5.20 

6.50 

6.50 

6.50 


CAVELON-OCEAN 

5.20 

5.80 



MICROOLYMPICS-DATABASE 

5.20 

5.20 


5.20 

5.20 

EIJLLTHROTTLE —MIOROMEGA 

6.20 


SOLO FLIGHT—U.S. GOLD 

11.80 

11.80 



SNOKIE —U.S. GOLD 


8.50 

8.50 



DARE DEVIL DENNIS-VISIONS 


5.85 

6.50 

6.10 





WHITEHOUSE RETAIL 
PO BOX 15, BRAMHALL, CHESHIRE SK7 1PT 

NAME_ 

ADDRESS_ t _ 


GAMES_ 

CHEQUE/P.O. PAY WHITEHOUSE RETAILE_MACHINE 

CATALOGUE ONLY SENDS. A. E_ 




























































































































Integrated Forth, Assembler 
and Debug fgr'ZT Spectrum 




Another *&dical new concept in add-ons from CURRAH 


Next month CURRAH launch fJL SOURCE, their dbst / 
advanced product yet. /^SOURCE lets youJfcrlte/ 
and use Assembler or FORTH In BASIC llnes^o you 
can run these advanced languages by thejjKelves br 
even integrate' them into BASIC programs. 

jUSOURCE gives you the ability to write ultra-fast, 
highly compact programs which u|* the powers of 
all three languages, yet Is so user-|nendly that even 
a novice will be using it in minutes! Add advanced 
features like a full Debug, so you can easily correct 


your programs, and at £44.50 you can give your 
Spectrum on-board programming power only 
found on more expensive machines. 

Send in now for an advance information pack 
to: CURRAH, Hollymount, Hartlepool TS26 OHA. 


Cl 

J R 

R_ 

A 

H 






















^givsoru 

: >vSSrr 

* % Olde M an , Gnpfuc s 


na ^rice 

MAPS&c 

,pet too l 0st 
^ n otfie r 9m 


Dealers Contact 

MICRODEAL DISTRIBUTION 
0726-73456 

1 or WEBSTERS SOFTWARE 

> - , 0483 62222 


Mail Order Sales from 
Microdeal Mail Order 41 Truro Rd. 
St. Austell Cornwall PL25 5JE 

Credit Card Sales £3 “I B . 
Phone 0726 73456 / :v _ - —( 


Our intrepid 
hero’s BACK. 

In his iatest action 
packed adventure! 


Selected Microdeal Titles available from computer dealers nationwide or from larger branches of 


and 

Stores 















Dealers Contact 

MICRODEAL DISTRIBUTION 
0726-73456 

i or WEBSTERS SOFTWARE 
% - N ^ ^ 0483 62222 


Australia $1.70. 
New Zealand $2.00. 


>m computer dealers nationwide or from larger branches ot 


Menztes 


Stores 












